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INTRODUCTION. 


PT H E Dlloning Eſſays having already 
received the approbation of the pub- 
lic, in a periodical production, the Editor 


judged he ſhould ſave the public much 
trouble, and a conſiderable expence, by 
collecting them in one volume, correcting 
and arranging them more methodically 
than the hurry of a magazine would allow, 


and making ſuch additions as occurred to 
him upon a re-peruſal. The benefit and 


advantages which the public have already 
| reaped from theie truly original publica- 


tions, (no ſuch attempt ovine been made 


in any language whatever) have been ma— 
nifeſted by a number of letters ſent to the 
_ publiſher from various quarters, teſti- 
fying the dangers the writers had eſcaped, 


and the ſnares they had avoided by having 
their eyes opened i in ane whereby they. 
B | | had 
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had ſaved conſiderable ſums, which they 


_ otherwiſe would probably have loſt, or ra- 
ther been defrauded of by a let of gentry, | 
who conſtantly lie in wait to deceive and 


impoſe upon the credulous and unwary, 


Bur theſe Eſſays conſidered in another 
point of light may juſtly be pronounced 


the moſt complete collection, and properly 


form what may be ſtiled The only Complete 
Gameſter yet publiſhed, a book that can- 


not fail being acceptable to every perſon 
who chuſes to be acquainted with all the 
games in vogue, which compriſe many 


more than are treated upon by Hoyle, or 


any other writer upon the ſubject, 


We ſhall enter upon ſuch games as are 
the moſt uſually played, in the ſucceſſion 
which they are generally allowed to ſtand, 

and therefore fi ſt preſent our readers with 


the Game of Whiſt. 
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AS tha game of Whiſt ! is the moſt uſual 


greateſt ſkill and attention, we ſhall enter 
upon it here, in firſt giving the general and 
_ neceſſary rules for playing it; with the cal- 

: culations for the odds at the different parts 
of a game, and allo of a rubber, to which 
woe ſhall add the fineſſes and operations 
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of any played in genteel companies, 
and is judged to be that which requires the 


B 2 „ 
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that are moſt uſually practiſed in public 
or private by profeſſed gameſters, and the 


gentry known by the name of the Family. 


General Nules to be obſerved by Beginners. 


WHEN you lead, begin with the beſt | 


ſuit in your hand; if you have a ſequence 
of king, queen, and Knave, or queen, 


| knave and ten, they are ſure leads, and 
never fail gaining the tenace to yourſelf or 
partner in other ſuits; and begin with the 

higheſt of the ſequence, unleſs you have 


five in number; in that caſe play the 
loweſt, (except in trumps, when you n.uſt 


always play the higheſt) in order to get the 


ace or king out of your partner's or adver- 


ſary's hand, by which means you makeroom : 


for your own ſuit. 
If you have five of the ſmalleſt trumps, 


and not one good card in the other ſuits, 
trump out; which will have this good con- 
ſequence at Il.aſt, to make your partner 
the laſt player, and by that means give 


him the tenace. 


If 
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11 you have two ſmall trumps only, 


with ace and king of two other ſuits, and 
a deficiency of the fourth ſuit, make as 
many tricks as you can immediately: and 


if your partner refuſes either of your ſuits, 
do not force him, becauſe that may weaken 


his game too much. 


You need ſeldom return your parther YT 


1 if you have good ſuits of your own 


to play, unleſs it be to endeavour to ſave 


or win a game: what is meant by good 


ſuits, is, in caſe you ſhall have ſequences of 


King, qu", and knave, or queen, knave, 


Me you have each few wicks, and you 2 are 


aſſured of getting two tricks in your own 


hand, do not fail winning them, in expec- 


tation of ſcoring two that deal, becauſe if 


you loſe the odd trick it makes two diffe- 


rence, and you ploy”! two to one againſt 


yourſelf. 


An exception to the foregoing rule is, 
when you ſee a probability hes of ſaving. 


your lurch, or winning the game, in either 


53 3. 8 of. 


is ſtrong in trumps ; 
him no injury. 

It you are four of the game, you muſt . 
play for an odd trick, becauſe it ſaves one 
half of the ſtake which you play for; and, 
in order to win the odd trick, though you 


how you trump out. 
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of which caſes you are to riſk. the odd 


trick, 


When you have a ba of winning 


the game, always riſk a trick or two, be- 
cauſe the ſhare of the ſtake which your ad- 


verſary has by a new deal, will amount to 
more than the point or two which you riſk | 
by that deal. 

Tf your adverſary 1 is fix or ſeven have, 
and you are to lead, your buſineſs in that 


cale is to riſk a trick or two, in hopes of 


putting your game upon an equality: there- 
fore admitting you have the queen or 
knave, and one other trump, and no good | 
cards in other ſuits, play out your queen 
by which means you 


or knave of trumps; 
will ſtrengthen your partner's game, if he 


are pretty ſtrong in trumps, be cautious 


dap 


if he is weak ou do 


Ay” is meant by 
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frengeh 3 in trumps, is, in caſe you ſhould 
have one hovour and three trumps. = 


If you are nine of the game, and though 


very ſtrong in trumps, if you obſerve your 


partner to have a chance of trumping any 


of your adverſary's ſuits, in that caſe do not 


trump out, but give him an opportunity 


of trumpin; tholt ſuirs. If your game is 
ſcored one, two, three, you mult play the 


5 
reverſe ; and allo-at Gve, x, or ſeven; be- 
cauſe in theſc two lact recited caſes, you 
piay for more than one DOT, 

If you are laſt player, and find that the 


third hand cannot put on a good card to 
his partner's lead, admitting you have no 
good game of your own to play, return the 


lead upon the adverſary; which gives your 


Partner the tenace in that ſuit, and often 
obliges the adverſary to change ſuits, and 
conſequently g gains the tenace in chat new 
ſuit alſo. „ 


If you have ace, king, and four ſmall 
trumps, begin with a ſmall one z becauſe it 


is an equal wager that your partner has a 
better trump than the laſt player: it fo, 


"WS you 
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you have three rounds of trumps; if not, 


you cannot fetch out all the trumps. 
If you have ace, king, knave, and three 


ſmall trumps, begin with the king, and 


then play the ace (except one of the adver- 
ſaries refuſes trumps) becauſe the odds are 
In z our favour that the queen falls. 

It you have king, queen, and four ſmall 
trumps, begin with a ſmall one, becauſe the 
odds is on your ade that your 3 has 


an honour, 


If you have king, queen, ten, and three 
ſmall trumps, begin with the king, becauſe 


you have a fair chance that the knave falls 


in the ſecond round, or you may wait to 
fineſſe your ten at the return of trumps 


from your partner. 
If you have queen, knave, and how ſmall 


trumps, begin with a ſmall one, becauſe 


the odds is in your favour that your partner 
has an honour. = 
If you have BEER nine, and 
three ſraall trumps, begin with the queen, 
becaulc you have a fair chance that the ten 
falls 
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falls i in the ſecond round ; or you may wait 
to fineſſe the nine. 

If you have knave, ten, and four ſmall 
trumps, begin with.a {mall one, becaule 


the odds is in your favour th at your part- 


ner Hos an honour, | 
you have knave, ten, eight, and three 


ſmall trumps, begin with the knave, in or- 


der to prevent the nine from making a 


trick, and the odds is in your favour that 


the three honors fall in two rounds. 


If you have fix trumps of a lower deno- 
mination, you are to begin with the loweſt, 
unleſs you ſhould have ten, nine and eight, 


and an honour turns up againſt you; in 
that caſe, if you are to play through the 
honour, begin with the ten, which obliges 


the ad Iverſary to play his honour to his dif- 


advantage, or se it in your partner's op- 
tion, whether he will paſs it or not. 


If you have ace, king, and three ſmall. 
trumps, begin with a ſmall one. 
If you hae ace, king and knave, and 
two ſinall ende, d with the king, 


which, next to a moral certainty, informs 


Bs „ 
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your partner that you have ace and knave 
remaining; and by putting the lead into 
your partner's hand, he plays you a trump, 
upon which you are to fineſſe the knave, 
and no ill conſequence can attend ſuch 
play, except the queen lics behind you 
ſingle. 7 
If you have king, queen, and three ſmall 
trumps, begin with a ſmall one. 
It you have king, queen, ten and two 
ſmall trumps, begin with the king. 
If you have the queen, knave, and three ; 
ſmall trumps, begin with a ſmall one. 
If you have queen, knave, nine, and two 
ſmall trumps, begin with the queen, becauſe 
you have a fair chance that the ten falls in 
the ſecond round: or you may wait to fi- 
neſſe the nine. . 
If you have knave, ten, and three ſmall | 
trumps, begin with a ſmall one. 
If you have knave, ten, cight, and two 
ſmall trumps, begin wich the knave, be- 
cauſe in two rounds of trumps it is odds 7 


but that — nine fan; or, upon the re- 
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turn of trumps from your partner you may : 
fineſſe the eight. 

If you have five trumps of a lower de- 
nomination, it is the beſt play to begin with 
the loweſt, unlels you have a ſequence of 
ten, nine, and eight, in that caſe begin with 
the higheſt of the ſequence, 

If you have an ace, king, and two ſmall 
trumps, begin with a {mall one. 

If you have ace, king, knave, and one 
ſmall trump, begin with the king. | 
If you have king, queen, and two ſmall 
trumps, begin with a ſmall one. 
If you have king, queen, ten, and one 
ſmall trump, begin with the king, and wait 
for the return of trumps from your partner, 

when you are to fineſſe yUur ten, in order. 

tw in the Knave. 
If you have queen, knave, nine, and one 
mall trump, begin with the queen, in or- 
der to prevent "the tea from making a 
trick. — 
If you have knave, ten, and two ſmall. 
trumps, begin with a ſmall one. | 


* 
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If you have knave, ten, eight, and one 
imall trump, begin with the knave in order 
to prevent the nine from making a trick, 
If you have ten, nine, eight, and one 
ſmall trump, begin with the ten, which 
leaves it in your partner” 8 diſcretion Whether 
he will paſs it or not. 
If you have ten, and three ſmall trumps, 
begin with a ſmall one. 
If you have ace, king, and foor. ſmall 
trumps, with a good ſuit, you muſt play three 
rounds of trumps, otherwiſe you may have 
your ſtrong ſuit trumped. 
If you have king, queen, and four ſmall 
trumps, with a good ſuit, trump out with 
the king, becauſe when you have the lead 
again, you will have three rounds of trumps. 
If you have king, queen, ten, and three 
| ſmall trumps with a good ſuit, trump out 
with the king, in expectation of the knave's- 
Falling at the ſecond round; and do not 
wait to fineſſe the ten, for fear your ſtrong 
ſuit ſhould be trumped. | 
If you have queen, knave; and three 
ſmall trumps, with a good ſuit, trump out 


ith a mall one. 
Wi If 


— 2 — 
3 _— —— - — — — = a - 
M IS 23 8 r 7 7 —B r rs 
+ 3 x . * — - — = 
— ns ſe og ae oe — 1 S : 
; - — 3 — a _— . 3 :, 
— : — — I 1 9 Fans I. — ——— > LS 
: k 5 TIE. 2 2 
* * * — — — 
: = * 8 — teen "> 


„ „ —„—— —öü ro Pe oa et 
-. 7 1 
2 — $i 4 Ju 
_ _ - ” E — — a old 
— > 5 — 


Annals of Gaming. ” 


If you have the queen, knave, nine and 


two frall trumps with a good ſuit, trump 
out wich the queen, in expectation of the 


ten's falling at the ſecond roun:i; and do 
not wait to fineſſe the nine, but trump out 


a ſecond time, for fear your ſtrong ſuit 
| ſhould be trumped. 


If you have a knave, ten, and three ſmall 


trumps, with a good ſuir, trump 0 out with 4 
ſmall one. 


If you have knave, ten, eight, and two 
ſmall trumps, with a good ſuit, trump out 
with the knave, in e hot: of the ninc's 


falling at the ſecond round. 


If you have ten, nine, eight and one 


ſmall trump, with a good ſuir, trump. our 
- with the ten. | 


3 Gaus, aud hs nauer It 


eohich they are to be played ofter à learner 
has made Jome progre/s in ihe Gaiie. 


| Suppoſe you are elder hand, and that 


your game conſiſts of king, queen, and 
S | TAY 29 ] 3 


Knave, of one ſuit; ace, king, queen, and 
two ſmall cards of another ſuit, king and 


queen of the third lait, and three mall 


trumps: 
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_ trumps : Query, Tow is this hand to be 


played? You are to begin with the ace of 
your beſt ſuit (or a trump) which informs 


your partner that you have the command 


of that ſuit; but you are not to proceed 
with the king of the ſame ſuit, but you 


muſt play a trump next; and if you find 
your partner has no ſtrength to ſupport you 
in trumps, and that your adverſary plays 


to your weak ſuit, viz, the king and queen 
only, in that cale play the king of the ſuit, 
which belongs to the beſt ſuit; and if you 


obſerve a probability of either of your ad- 
verſaries being likely to trump that ſuit, 


proceed then and play the king of the ſuit 


of which you have king, queen, and knave. 
If it ſhouid ſo happen, that your adverſa- 
ries do not play to your weakeſt ſuit, in. 


that caſe, though appareatly your partner 


can give you no aſſiſtance in trumps, pur- 
ſue your ſcheme of trumping out as often 


as the Icad comes into your hand: by 
which mcans, ſuppoſing your partner to 
have but two trumps, and that your ad- 
verſaries have four each, by three rounds 


IT 
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of trumps, chere remain only two trumps 


againſt you. 
: Elder hand. 


Suppole you have ace, king, queen, and 
one ſmall trump, with a ſequence from the 


king of five in another ſuit, with four 
other cards of no value. Begin with the 
gqucen of trumps, and purſue the lead with 
the ace, which demonſtrates to your partner 


that you have the king: and as it would 


be bad play to purſue trumps the third 
round, till you have firlt gained the com- 
mand of your great ſuit, by ſtopping thus, 
it likewiſe informs your partner that you 


have the king and one trump only remain- 
ing; becauſe if you had ace, Eng, queen, | 
and two trumps. more, and trumps went 


round twice, you could receive no damage 


by playing the King the thir: round. When 
you lead ſequence, begin with the loweſt, 


| becauſe if your partner has the ace he plays 


it, which makes room for your ſuit. And 
ſince yo have let your partner into the 
tate 


Finall cards, 


your ſtrong ſuit, by which mean 
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ſtate of your game, as ſoon as he has the 5 
lead, if he has a trump or two remaining, 
he will play trumps to you With a moral 
certainty that your king clears your adver- 
ſaries hands of all their trumps, | 


Second Player. 


Suppoſe you have ace, king, and two 


ſmall trumps, with a quint-major of ano- 


ther ſuit; in the third ſuit you have three 
and in the fourth ſuit one. 
Your adverlary on your right hand begins 
with playing the ace of your weak ſuit, and 
then proceeds to play the king, in that caſe 
do not trump it, but e away a loſing | 
card, and if he proceeds to play the queen, 
throw away another loſing card; and do 
the like the fourth time, in hopes your 
partner may trump it, who will in that caſe 
play a trump, or will play to your ſtrong 


ſuit. If trumps are played, go on with 


them two rounds, and then proceed to play | 
s, if there 
happens to be four trumps in one of your 
adverſaries 
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adverſaries hands, and two in the other, 
which is nearly the caſe, your partner being 
entitled to have three trumps out of the 
nine, conſequently there remain only fix 
 tru:nps between the adverſarics; your 
ſtrong ſuit forces their belt trumps, and 
you have a probability of making the od 
trick in your own hand only; whereas if 
| you had trumped one of your adverſaries 
beſt cards, you had ſo weakened your hand 
as probably not to make more than five 
tricks without your partner's help. 

Suppoſe you have ace, queen, and three 
ſmall trumps; ace, queen, ten, and nine of 
another ſuit; with two ſmall cards of each 
of the other ſuits : | your partner leads to 
your ace, queen, ten, and nine: and as 
this game requires rather to deceive your 
adverſaries, than to inform your partner, 
put up the nine, which naturally leads the 
adverſary to play trumps, if he wins that 
card. As ſoon as trumps are played to 
you, return them upon your adverſary, 
keeping the command in your own hand, 
IT your ROVER who led trumps to you, 
puts 
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puts up a trump which your partner can- 
not win, if he has no good ſuit of his own 
to play, he will return your partner's lead, 
imagining that ſuit lies between his partner 


and yours : if this fineſſe of yonr's ſhould 
ſucceed, you will be a great gainer by it, 


but ſcarcely poſſible to be a loſer. 


Suppoſe you have ace, king, and three 


ſmall trumps, with a quart from a King, 
and two {mall cards of another fuit, and 


one ſmall card to each of th- other ſuits, 


your adverfary leads a ſuit of which your 


partner has a quart-major z your partner 
puts up the knave, and then proceeds to 
play the ace: you refuſe to that ſuit, by 


playing your looſe card ; when your part- 


ner plays the king, your right-hand adver- 
ſary trumps it, ſuppoſe with the knave or 
ten, do not over-trump him, which may 
probably loſe you two or three tricks by 
weakening of your hand; but if he leads 
to the ſuit of which you have none, trump 
it, and then play the loweſt of your ſe- 
quence 1n order to get the ace either out. 


of your partner's or adverſary's hand; 


en 
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The deal | 


5 is two to one of the game, 


and one of the Jurch 2 
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| which accompliſhed, as ſoon as you get 
the lead, play two rounds of trumps, and 


then proceed ro play your firong ſuit, In- 


ſtead of your adverſary's pixying to your 


weak ſuit, if he ſhould play trun ps, do you 
go on with them two rounds, and then 


proceed to get the command of your 
| ſtrong ſuit. But you will ſeldom find this 
laſt method practiſed, except by moderate 
Players. | 
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21 


3 to 2 


12 to 8 


ta, upon the beſt computation made 
„about 3 anda half in the hun- 


1ayour of eight with che deal; 


againſt 


| the deal. 
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againſt the deal, the odds is fall, though. 
{mz1l in favour of eight. 
1 Game love is 3 to 1. 

1 Game love, and nine love of the cond 
game (upon ſuppoſition of nine love with 
the deal) being nearly 6 to r. 

Firſt game and 9 love of the 2d 
game, is nearly — 13 to 1 


Firſt game and 8 love of the 2d 
game, is a little more than the 


ner 13 to 106. 
Firſt game and 7 love of the 9 
18 early —_— 10 to 1 
Ditto and 6 love of the ſecond i". 

ary — -S” to 1 
Ditto and 5 love of the ſecond i is 
nearly _ — — 6 to 1 8 
Ditto and 4 love of the ſecond i Is. - 

ir _ 50-1 : 
Ditto and 3 love of the ſecond i — 

; nearly -. — — 42 to 
Ditto and 2 love of the ſecond is ” 

nearxyx — 4 to 1 
Ditto and 1 love of the ſecond | 3 
p oo: 12.102 


The above calculations are ace with 
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herewith ſet down, 
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Againſt the deal. 


| Suppoſe A and Z are at play, and that 
A is one game and any number ot points 


in the ſecond deal: | 
Firſt | game and 9 love of the ſe- 


cond, is nearly aw} 11 $03; 


Firſt game and 8 love of the ſe- 


cond (is a little more than) 11 to x 


Ditto and 7 love of the ſecond is 9g t * 
Ditto and 6 love of the ſecond 5 


game 18 — 1 ö x 
Ditto and 5 love of the ſecond b 
game is 3 0 
Ditto and 4 love of che ſecond 9 
game is — 42 to 
Ditto and 3 love of the ſecond - 
„„ 4 t 
Ditto and 2 love of the ſecond | 7 to 2 


Ditto and 1 love of the ſecond 


game is nearly . 6: to 2 
The uſe which is to be made of the fore- 
going calculations, may be made by di- 
viding the ſtake, according to the tables 


Having 
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Having thus given the reader a com- 
petent idea of the game of Whiſt, as it is 


played upon the ſquare, without any fal- 
Icy or impoſition, it may be neceſſary to 


lay before the fair player, as a beacon to 


avoid being defraude-!, the moſt cuſtomary 
methods made ule ot to obtain unfair ad- 
vantages. 


Moſt generally when any foal practices 
are intended, there is a colluſion between 
at leaſt two of the players. He who fits 
on the left hand is the overator, who whilſt 
his partner is dealing, makes the cards 
with the other pack, for his apparent ad- 


verſary, who having butts upon the game, 
is to be the winner. He takes care to be 


the perſon to collect the tricks, and diſ- 
poles of them in ſuch a manner that the 
ſuits Jie together; by this means by inſert- 
ing them one by one alternately, the next 
dealer is ſure of a great majority if not all 
the trumps. To explain this it will be ne- 
ceſſary to obſerve, that if the cards are 


ſhufflled in ſuch a manner, that ipades, 


hearts, diamonds, and clubs, follow each 
„ other 


. 
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other throughout the pack, though the 


cards be cut in any part, the dealer and his 
partner will have all the thirteen trumps. 
between them, let them be in either of the 


ſuits. An expert ſhuffler will do this in 


ſuch a manner, as to be unobſerved by 
thoſe who do nor ſuſpect any impoſition ; 
but this deſign is always to be ſuppoſed 
when a perſon who makes the cards, takes 
them regularly from the top and bottom, 
one by one, or ſpreads them like a fan, an 
introduces one between every two fo ſpread, 
or divides the pack in two, and takes them 
one by one from each parcel. All theſe 
methods will produce the effect when the 
tricks are previouſly diſpoſed of in ſuits. 
If ſuch a ſhuffle only takes place once in a 
game, it is ſufficient to ruin lord Clive in 


the long run; and I believe his lordihip, 


though he was unacquainted with the ope- 
_ rations, has ſeverely felt the effects of it, 


as well at Bath as in London. Upon a 


pinch of a game other methods will be 
purſued, the four honours can eaſily be 
thrown into the hand that is to win when 
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the operator deals, by diſpoſing af them in 
the fame, manner in his adverfary's favour, 


and making a nich or bridge by bending 


the cards, which the latter is ad, cutting 


into, and thereby ſecuring the honours. 
When a connoiſſeur is playing with three 
fair players, an has no one to aſſiſt him, 


it is much more difficult to obtain a ma- 
jority of trumps, or the honours. In this 


caſe, after his adverſary has made the cards, 
if they are not marked, he will be obl ged 
to ſhuffle them hdeways, in order to view 

the ſuits, and place them properly, after 
which, he muſt have recourſe to one of 
the ſnuffles before mentioned, and perhaps 
the ſlip. The ſlip ie, When he has ranged 
the trumps or honours at bottom in his 
favour, by a legerdemain, to replace the 


cards when cut in the ſame ſituation, as they 


were before they were cut, after he had 
ſhuffled them. This is a difficult operation, - 
and requires much dexterity to av oi de- 
tection, yet there are ſome who have fo 


much addreſs as to do it with a pack in 
one Rand. j 9 


. 
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One of the family is ſeldom or never at a 


| public table by himſelf: there are always 
| ſome to bett according to circumſtances, 
and the playing member regulates his game 

accordingly; when. they bet for him, he 


does his utmoſt to win, but they moſt fre- 


quently lay againſt him, as he can ſhuffle 
the cards to the advantage of his adverſary 
with more facility than for himſelf ; and 


the former will frequently take them at his 
ſhufile, or make little or no alteration in 


the effect by his ſhuffle. Beſides, he can 


always by his bad play loſe an odd trick or 
two, or, upon an emergency, loſe deal, 
drop a card, or even revoke with impunity. 


Upon thele occaſions, the betting connoiſ- 
ſcurs always ſeat themſelves ſo conveniently, 
that either by ſigns, or treading upon their 


confederate's foot, let him know the ſtate 
of the different hands, and occafionally 


prevent or promote his playing any par- 


ticular ſuit. Theſe pulls ſeldom fail of pro- 


ducing the deſired effect, fleecing thoſe 


who are not in the ſecret. Their ſchemes 
are ſometimes ſo deep, that it requires cal- 
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culation to know on which fide is the 


weight of metal, that is to ſay, who is to 


win. The playing connoiſſeur will perhaps 
have five pounds upon the game, his aſſo- 
ciate will lay a guinea a deal upon the odd 
trick, a third will lay he ſcores two and the 
next does not, and perhaps a fourth will 
go black or red upon the turn-up card. 
Theſe croſs betts are meant to prevent 


ſuſpicion, and give the fair players an idea 


there is no e amongſt them; and 
perhaps for a game or two the cards will 


be permitted to take their fair courſe, till 


at length ſome capital bett is made, and 


then theſe variegated wagers ceaſe, or are 


made amongſt the connoiſſeurs themſelves, 
when it matters not who wins, or loſes. In 
caſe of any diſpute concerning the game, 


as theſe controverſies are always determined 


by the majority of the company, they have 
always a number of ſure voices at hand, 


who never fail, right or wrong, to decide 
in behalf of their confederate. 


W hat has here been ſaid relates to public : 


play, but their ent object is a private 


Party. | 
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party. When once they have a good 
pigeon or :wo to themſclvæs, all the prac- 
tices above related come into play, and 
many more, ſuch as having all the cards 
marked, brief cards, or the honours oft a 
larger ſize than the reſt, by which they are 
ſure of cu ting to a card without a niche or 
bridge, packs rea y prepared, and vi ca- 
ſionally changed by the bye-ſtanders. In a 
word, the game of Whiſt i here reduced to 
a certainty in behalf of the Family, and 
therefore every young gentleman who would 
avoid certain deſtruction, - is earneſtly re- 
commended never to engage in private 
play, except with ſuch perſons as hg is 
certain would not impoſe upon him. 
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"TSSAYT it 


The chief Amuſement of the Jock ty CLus, 


As the Game at Hazard is the maſt conſtant 


Came played at by this reſpectable Society, ; 
we have engaged a Gentleman well verſed 
in the Art and Myſtery of Dice, to favour 


1s with the following Rules and Artifices of 


this Game; in which the Reader will fud 
he Legerdemain and Fineſſes practiſed at 


ua from the Peer to the Pickpocket, 4 
ſeemingly aukward, but very eaſy Tran- 


fition. 


RULES t be obſerved at FINE - 


Hazard, with the various Methods made 


+ uſe of to defraud thoſe who are uUnac- 


quainted with any more than the fair 


Game. Alſo, ſome Obſervations on the 
Game called Peſs Dice, or Te 


MONG the many games that are 
eſteemed faſhionable, few are more in 


vogue than that of Hazard, for which 
wn ſeveral 


Annals of Gaming. ,-— 


ſeveral people aſſign the following reaſons : 
1ſt, Thar it is the faireſt or. 5 upon the 
ſquare; and, 2dly, becauſe it is always, 
or moſt generally, played at for ready 
money. Thoſe who propagate theſe opi- 
nions either have a fſupcrivy knowledge to 
others in the art of calculation, bein ac- 
quainted with many advantages, ſuch as 
we ſhall explain in the following pages; or 
are entirely ignorant of the game, and think 
they have a right. to make their fortuncs 
under the influence of ſome particular ſtar. 

We ſhall begin, by opening in the moſt 
ſimple manner, the method in which this 
game is played, ſuppoſing our reader to 
have never heard of Hazard; differing from 
Mr. Hoyle, whoſe treatiſe ſeems to be fit 
for no one who has not played ſome time at 
thoſe games of which he treats. 

Imagine then a number of perſons, to 
the! amount of twenty or thirty, ſeated at a 
table. A box and pair of dice being pro- 
duced, they begin to play at Hazard. 
The perſon who takes the box and dice 
throws a main, chat 1s to ſay, a chance for 
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the company, which muſt be above four 
and not exceed nine, otherwiſe it is no 


main, conſequently he muſt kcep throwing 


till he brings five, ſix, ſeven, eight, or 


nine; this done, he muſt throw his own 
chance, which may be any above three, 


and not exceeding ten; if he throws two 
aces or trois ace (commonly called Crabs) 


he loſes his ſtakes, let the company's 


chance, which we call the main, be what 


it will. If the main ſhould be ſeven, and 


ſeven or eleven is thrown immediately after, 
it is what is called a Nick, and the caſter 
(the preſent player) wins out his ſtakes. If 


eight be the main, and eight or twelve is 


8 immediately after, it is alſo called 
2 Nick, and the caſter wins his ſtakes. 


The caſter throwing any other number for 


the main, ſuch as are admitted, and brings | 
the ſame number directly afterwards, it is 
likewiſe termed a Nick, and he alſo wins 
whatever ſtakes he has made. Every three 
ſucceſſive mains the caſter wins, he pays 
half a guinea to the box or furniſher of the 


dice. 


The 
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The meaning of a ſtake or bett at this 
game ſomewhat differs from any other. If 
a-perſon chuſes to lay ſome money with the 


thrower or caſter, he mult put his caſh 
upon the table, within a circle which is de- 
ſcribed for that purpoſe ; when he has done 
this, if the caſter agrees to it, he knocks 
the box upon the table at the perſon's 
money with whom he intends to bett, or. 
particularly mentions at whoſe money he 
throws, which is ſufficient, and he is ob- 
liged to anſwer whatever ſum is down, 
unleſs the ſtaker calls to cover: in that caſe 
the caſter is obliged to ſtake alſo, otherwiſe 
the. betts would "be void. It is optional in 
the perion who betts with the thrower, to 
bar any throw which the caſter may be going 
to caſt, provided neither of the dice is ſeen; 
if one die ſhould. be diſcovered, the caſter 
muſt throw the other to it, unleſs the throw: 
is barred in proper time. 
So much we have ſaid by way of giving: 
the greateſt novice ſome. idea of what this 
game conſiſts, otherwiſe an utter ſtranger, . 
who has never ſeen a hazard table, might- 
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be very much puzzed to find out what the 


company were about. 


We ſhall proceed now to explain the 
common odds, Which are abſolutely ne- 
ceſſary to be underſtood, before any body 


attempts to play or bett at this game. 


The odds are as follow: Tf ſeven is 
_ thrown for a main, and four the chance, it 
is two to one againſt the perſon who throws: 


if fix to four is thrown, five to three; if 
five to four is thrown, four to three : 
ſeven th nine, three to two: ſeven to ſix, 
three to two, barring the two trois, with 


the two trois, only ſix to five: ſeven to 
five, three to two: ſix to five, and even 
bett, barring the doublets: or the two trois. 


with the trois, five to four; eight to five, 


an even bett, barring the two Fours, five to 
four with the two "fours : nine to five, 
even: nine to four, is four to three: the 
nick of ſeven is ſeven to two, but often laid 
but ten to three, and hve to one you = 


not nick ſix or eight. 


To illuſtrate theſe calculations til more 
clearly, the following table- may be ne- 


ceſſary: . 
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TABLE of the ODDS. 


7 to 4 is 2 to 1 
„ 
S5 4 +: 3. 
4 12 barring two trois 
7 16 5 f with the two trois. 
7 3. 
65 „ 
15 p with two trois 
1 even, barring two fours 
1 Oe. 5 4 with two fours. 
% 5 even . 
1 141 2 
The nick of ſeven is feven to two, often 
laid ten to three. 
| 1 he nick of fix and eight | is fie to one. 


When a man has and himſelf maſter of 
theſe odds, fo as to have them as quick as 
thought, in order to play the prudent game 

(eſpecially if his capital is not very great) 

he ſhould make uſe of them by way of in- 
ſuring his betts in what is called hedging, 
in. 
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in caſe he ſhould not like his chance ; ; by 
taking the odds he ſecures himſelf, and 
often ſtands part of his bett to a certainty. 
For example, if ſeven is the main, and four 
the chance, and he has five pounds de- 

pending on the main, by taking ſix pound 
to three, he muſt either win two pounds or 
one pound: and, on the contrary, if he 
does not like his chance, by laying the odds 
_ againſt himſelf, he muſt ſave in aden 
to the bett he has made. 

When a man is at a hazard- table, he 
ſhould obſerve who among the company 
ſeems to be the moſt lucky in throwing | 
mains, and back his throws: they may 
even venture to take the odds, when a 
lucky caſter has the box in hand; for 
though one ſhould not build upon luck 
entirely, there is certainly ſuch a thing as 
one man's being more fortunate than ano- 
ther for a certain time, which opportunity 
every one ſhou!d embrace with prudence, 
but not take it into his head that he may 
have the ſame kind of run, and, as many 
do, perſiſt in throwing againſt all judg- 
ment or rule whatſoever. 


When 
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When a man finds himſelf in a bad run 
of fortune, he ſhovld have the reſolution 


to put up with ſome loſs, and leave off for 


that time, and ſhould never imagine him- 
ſelf a loſer whilſt he can have an;oppor- 
tunity of paying himſelf, provided he 


waits with patience till his turn of good 


fortune comes; but, on the con- 
trary, he muſt look upon himſelf as a ruined 


man if he purſues 2 his own bad 
fortune. 

When any one is FOES 1 be at a public 
table, and it is about the time of breaking 


up, it is then the knowing ones begin to 
ſecurc upon him what is called cogging the 


dice. They put down loaded dice, or at 


' leaſt ſuch as will run to ſuit their purpole 


and even ſteal his money off the table, with- 
out his perceiving it. All theſe tricks have 
been often played upon many who come to 


a hazard-table towards the latter end of 


a night, more eſpecially. it they appear in 

liquor. . 

K 18 neceſſary therefore, before we pro- 
ceed, to inform the reader, what is meant 
e e by 
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would deceive thouſands who believe ther. 


They pur both the dice into the box, and 
in ſhaking them, with the help of a quick 
eye they utch one of the dice with their 


clear, let us ſuppoſe fix to be the main, and 


muſt inevitably win. Suppoſe again he has 
ſix to five, by ſecuring a five he has no- 


next object under conſideration of a ſtill 


by ſecuring or cogging loaded dice, e. 
T hoſe who are adepts in the art of ſecuring, 


ſelves thoroughly acquainted with the game. 


fore finger, and, by dint of great practice, 
will /and it upon the table ſo dexterouſly 
with the dots uppermoſt, which they want 
ed, that it is almoſt impoſſible to know 
that it is not the effect of chance, and one 
die certain is ſufficient, in the long run, to 
exhauſt the bank of England. To make it 


the perſon who throws to have ſeven, by 
ſecuring a ſix every time, he is ſure of not 
loſing, and as ſoon as an ace comes up he 


thing to do but throw till an ace comes up, 
to win. Now loaded dice, which form the 


more dangerous nature, are made uſe of by 
oy” of reducing the throw t to a dead cera 
tainty, 
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tainty, which is done by artfully changing 
the 510 though in this caſe one is alſo 
generally fofficient to operate ſtrong enough 
fo hs point, and by the help of one 
of thele doors (as they are called) many a 
man has been robb d, without having the 
leaſt idea of its being owing to any other 
cauſe but ill- luck. Through fear of de- 
| tection another ſort of foul. dice are made 
uſe of, ſuch as what they call ſhaved, which 
are made to run high or low, By throwing. 

them out boldly, or ſtamping them down, 
without giving them their uſual courſe, the 
intended purpoſe is anſwered. A man not 
in the ſecret, by dint of obſervation, may 
make three dice turn to his own advantage, 
when he comes to throw with them him- 
RIE 5 
We ſhall now mention a circumſtance a 
that few who have not attended a public 
hazard table will credit. This is ſtealing 

money off the table, which | is thus effected: 
one accomplice offers a bett to the dupe, 
acroſs the table, and calls to cover; whilſt 
he is reaching co onen che other accom- 
plice 
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plice on his right hand pretends to offer a 
bett on the other ſide this perſon, at the 
ſame time making bold with five or ſix 
guineas, more or leſs, according to the 
quantity of gold on the table, ſo that it. 
may not be immediately miſſed. This is 
all done in an inſtant, and the Flat, as 
theſe thieves call him, will tand ith, with- 
out knowing what becomes of his money. 
Gamblers have alſo a method of what they. 
ſtile heaping, which is adding two or three 
pieces of money to their original ſtake, by. 
keeping them reſerved in their hand; if 

they loſe, the ſum will be told out ten 
guineas only, but if they win, by this ma- 

nual addition of two or three pieces, the 
bett becomes twelve or thirteen, and con- 
ſequently they receive two or three Pers, - 
more than their due. = 


* Flat means a zubble. 


"+ To ſtand it, is a phraſe amongſt gam- 
zer S, ſignifying one e who will bear to be im- 


; Poſed upon. 


A man 
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1 man ſhould be very attentive and clear, 
and leave off play in proper time, not to be 
expoſed to the dregs of a public hazard 
table, where every villain has accels, and 
every method of roguery, that can be ſug- 

geſted, made uſe of to get money. There 


are fraudulent methods uſed when ſeated at 


the table; but when no ſeat is to be had, 
many raw young fellows are very apt to bett 
behind backs, whereby they are often 


' cheated by taking leſs than the odds, ſuch 


as even betts upon ſix or eight to five, 


never thinking of the two trois or quatres. 
Were they let at the table, they might 


avoid theſe, as well as many other fraudu- 


| lent means made uſe of when ſtanding be- 
hind, in which ſituation they frequently 
can ſcarce ſee the table. 
We ſhall come now from public hazard 
to a private ſet at a tavern, where we may 
ſay no one device is wanting to ruin almoſt 
any man in a very ſhort time: here one 
wretched victim ſhall be the object of four 
or five, who, in a combination againſt this 
one, cannot poſſibly. fail cutting him up, 


with 
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v ich the help of loaded dice, &c. (as they 
term it) and dividing the prey. lt is almoſt 
Impoſſible to guard againſt a fer of this 


kind, who, if they had a mind even to play 


fair, by joining their ſtocks together, mult 
ruin him who is alone to encounter acainlt _ 
hve or ſix. Conſider the chances of 8 
many againſt one, each ready to aſſiſt the 


other, in caſe he ſhould have a run of ill 
luck. No one can loſe but the perſon i in- 
tended to be duped, unleſs he is ſo very 


lucky as to break the whole ſer ; for if any 


one of 'the combined party wins, none of 
them, can be faid to loſe, as the ſtock 1 18 2 


in the hands of one of them. 
We ſhall conclude with what may be | 
_ juſtly termed the Dregs of the hazard play- 
ers, conſiſting of thieves and villains of 


every ſpecies, who are conducted from 


place to place by two or three low fellows, 


who find their account in eſtabliſhing what 


they call a ſilver hazard c 'ub, and receiving 
perhaps, from a highway man or pick- 
pocket, a ſhilling every third or excluſive 


main. Here may be ſeen a ſet of the moft 
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infamous ſcoundrels that can poſſibly be 
imagined, two thirds being ſo flagrant that 


they dare not ſhew themſelves in the day 


time. They aſſemble about the hour of 
ten or eleven, ſometimes at one public houſe, 
ſometimes at another, ſhifting their quar- 


ters as often as their ſafety requires: ſome— 


times they kire a room in an uninhabited 
houſe, where they meet till they are under 
ſome apprehenſion of the magiſtrates, then 
away the ringleaders fly to another quarter, 
and the reſt follow: : 

Our intention here is to warn the un- 
wary from ever dropping into the hands of 
this banditti. Thoſe who conduct this ſo- 
ciety go decently dreſſed, and are con- 
tinually upon the look- out for freſh mem- 
bers : for, as many of their fraternity are 


every ſeſſions hanged or tranſported, it is 


not ſurpriſing they often ſhould have a de- 
 fictency, Neither is it aſtoniſhing they 
ſhouid be deprived of ſo many of their 


wor thy members, when we conſider that all 


the 
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the money, in proceſs of time, centers in 
the vagrants who furniſh the dice. 


At theſe meetings they make uſe of all 
the loweſt devices, ways unſeen or heard of 
any where behdes. If one of them has loſt 
all his money, he will ſnatch money off the 


table belonging to a perſon he imagines in- 


capable of defending himſelf. If the 


ſtranger makes the leaſt refiſtance, a blow 
rakes; and the rogue gains his end by dint 
of boxing. there being generally two or 
three of the bruiſing fraternity who attend 


conſtantly at theſe tables, ſo that an honeſt 
man may be ſaid to hazard a black eye, or 


a good drubbing, if he attempts to ſecure 
his own property. Others of a weaker 


form take opportunities of dipping a walk- 


ing ſtick i in the tallow of the candle, which 
they uſe to take off the table any piece of 


money they can reach unſeen. In ſhort, 


the ways and means to rob and cheat at 
theſe meetings would take up a volume to 
deſcribe; ſo that we ſhall conclude by 
giving this advice, never to go among ſuch. 


ſets of low and infamous gamblers. _ 


We 


OY 
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We mult now give ſome ſhort account of 


the game called Paſſage or Paſs-dice. This 
game 1s played with three dic-, and much 


in vogue in the Weſt Indies, in France, 
and many other parts of Europe. All 
above ten with doublets win, under ten 


with doubl. ts louſe; nothing is decided 


without doublets. A perſon who can 


ſecure a die, can make his throw about 
two to one in his favour: a ſix or a five 


are the two beſt for that purpoſe; or by 


introducing a loaded die, they may equally 


get the ſame advantage. Great ſums of 
money have been won and loſt at this 


game: many reckon it a very fair game, 
provided the dice are new and of the beſt 
kind. However, it is a dangerous game, 
and ſhould be ſuppreſſed. 
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ESSAY III. 


* 


15 3 of the Game of Te ennis, with the 
Artifices made uſe of by the Knowing Ones, 
to defraud the Nobility and Gentry out of 

their Money, endeavouring to proſtitute that 
moſt noble Game, and put it on the footing 
with many others of a much inferior Claſs, 


HE game of Tennis is played in moſt 
of the capital cities in Euro, e, parti- 
cularly in France, from whence we oY 
venture to derive its origin. Some lay 1 
73 has been one of the molt ancient games N 
4 Chriſtendom ; we know that in England it 
{ was a noble xerciſe before the time of 
35 Charles the Firſt. However, we may fay, 
that within thele thirty years it has been 
greatly degraded through thoſe peſts of 
ſociety called Sharpers, who have mae it 
in tome meaſure anſwer their iniquitous 
purpoſes, in being admitted by their ſu- 
periors to play and bett at diſcretion, where- 
| by they find opportunities of deceiving | 


them with their eyes open, inlomuch that 
no 
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no gentleman now is ſafe in either betting 
or playing, for many reaſons, which we 
ſhall, in the; following account, attempt to 
make clear. 
This game is as intricate as any game 
5 ee a perſon who is totally ignorant 
of it may look on for a month together, 
without arriving at the leaſt knowledge 
| how it is decided. Our deſign denen is 
to give as clear an idea of it as poſſible, 
order to which we ſhall begin with de- 
ſcribing the court or place where it 1s 
"played. - . - 1 
Ninety- Gx, or ſeven feet, by thirty- 
three, or four, is generally about the ſize of 
a tennis court, there being no exact dimen- 
ſion ariden to ts proportion, a foot more 
or Jef; in length or width being of no conſe- 
quence, A line or net hangs exactly travers 
the middle, over which the ball muſt be 
ſtruck, either with a-racket, or boar-!, to 
make any itroke good whatfuever. hun 
you. go into a tennis court, you walk | 
through along gallery bet re you turn I" 


your leit to > gO. inte the Dedans, that 1 is, a 
kind 
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kind of front gallery, where the ſpectators 
uſually ſtand, into which, whenever a ball 


comes, it tells for a certain ſtroke. This 


long gallery is divided into different depart- 


ments or galleries, each of which has its 
particular name, as follows: from the line 


towards the Dedans, are the firſt gallery— 
door—ſecond gallery—and the laſt gallery; 
which is called the Service- ſide. From the 


Dedans to the laſt gallery are the figures 1, 


2, 3, 4. 5, 6, at a yard diſtance each, de- 
noting the chaces, one of the moſt eſſential 
parts "of this game, as we ſhall hereafter 


demonſtrate. On the other ſide the line 
are alſo the firſt gallery- door—ſecond gal- 


lery, and laſt gallery, which is called the 
Hazard-ſide: every ball ſtruck into the 
laſt gallery on this ſide reckons for a certain 


ſtroke, the ſame as the Dedans, as before- 


mentioned. Between the ſecond and this 
laſt gallery are the figures, 1, 2, marking 
the chaces on the hazard- ſide. Over this 
long gallery, or theſe apartments, is a co- 
vering, called the Pent-houie, on which 
221 ** the bal from the ſervice-ſide, in 
order 
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order to begin a ſet of Tennis, from which 
it is called a Service. It they miſs putting 


the ball (fo as to rebound from the pent- 


houſe) over a certain line on the ſervice. ſide, 
it is deemed a fault; two of them are 


reckoned for a ſtroke. If the ball rolls 
round the pent-houſe, on the oppoſite ſide 


of the court, ſo as to fall beyond a certain 
line deſcribed for that purpoſe, it is called 
Paſſe, reckons for nothing, and the pl. ayer 
mult ſerve again. 


On the right hand ſide of the court t from 
the Dedans 1s what they call the Tambour, 
a part of the wall which projects more than 


the reſt, in order to make a varicty in the 
ſtroke, and render it more difficult to be 


returned by the adverſary ; for if a ball 


ſtrikes the tambour, it varies its direction, 
and requires ſome extraordinary judgment 
to play it over the line. The laſt thing on 
the right hand ſide is called the grill, where- 
in if the ball is ſtruck, it is reckoned ally 
13, or a certain ſtroke. 

A ſet of tennis conſiſts of ſix games, but 
if they py what is called an advantage ſer, 
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two above five games muſt he won on one 


five or the other, ſucceſſively, to decide ; 
or, if it comes to ſix games all two 
games mult ſtill be won on one fide to 
conclude the ſet; ſo that an advantage {ct 
may laſt a bn time, and the court 


is paid more for theſe ſets than any other. 


We muſt now deſcribe the utility of the 


chaces, and by what means t eſe chaces 
decide or interfere ſo much in the game, 


When the player gives his ſervice, in order 
to begin the ſet, his adverſary is ſuppoſed 
to return the ball, wherever it falls after 


the firſt rebound, untouched for example, 
if at the figure 1, the chace is called at a 
yard, that is to ſay, at a yard from the 
Dedans; this chace remains till a ſecond 
ſervice is given, and if the player on the 


ſervice ſide lets the ball go after his adver- 


ſary returns it, and if NE ball falls on or 
between any one of theſe figures, we will 

ſay between 5 and 6, they muſt change 
ſides, for he will be then on the hazard ſide 
to play for the firſt chace, which if he wins 
by ſtriking the ball fo as to fall, after its 
| lirſt rebound, nearer to che Dedans than the 


. 
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_ figure one, without his adverſary's being 
able to return it from its firſt hop, he wins 


a ſtroke, and then proceeds in like manner 
to win a ſecond ſtroke at 5 and 6, &c. If 
a ball falls on a line with the firſt gallery, 
door, ſecond gallery, or laſt gallery, the 
chace is likewiſe called at ſuch or ſuch a 
place, naming the gallery, &c. When it 
is juſt put over the line, it is called a chace 
at the time. If the player on the ſervice- 
ſide returns a ball with ſuch force as to 


ſtrike the wall on the hazard-ſide, fo as to 


rebound, after the firſt hop, over the line, 
it is alſo called a chace at the line. 


The chaces on the hazard ſide proceed 


| from the ball being returned either too 
hard, or not quite hard enough, ſo that 
the ball, after its firſt rebound, falls on 


this ſide the line which deſcribes the hazard- 


ſide chaces, in which caſe, it is a chace at 
1, 2, &c. provided there is no chace de- 

pending, and according to the ſpot where 
it exactly falls. When they change ſides, 

the player, in order to win this chace, 
muſt put the ball over the line, any where, 
| 7 lo that his adverſary not return it. When 


- | Þ © there 
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there is no chace on the hazard ſide, all 
balls pur over the line from the ſervice tide, 
without being returned, reckon. 

The marking of the game is the next 
thing we muſt explain, which is very diffi- 
cult, and depends greatly upon the marker, 
who ought to be very mindful of the chaces, 
the game relying chiefly upon the falling of 


the ball on a particular line or figure. Inftead 


of its being marked one, two, three, four, it 
is called fifteen, thirty, forty, game, unleſs 
the players get four ſtrokes each; then, 
inſtead of calling it forty all, it is called 

Deuce, after which, as ſoon as any ſtroke 
is got, it is called Advantage, and in caſe 
the ſtrokes become equal again, Deuce again; 


till one or the other gets two ſtrokes follow- 1 


ing, to win the game. 
To avoid trouble, there are always a 
great number of balls in uſe, which are 
handed to the players in baſkets, by which 
means they may play as long as they pleaſe, 
without ever having occaſion to ſtoop, 
which greatly ſhews a nobleneſs in this 
game, peculiar to itſelf, . 
8 A 
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After giving our readers thus. far ſome 
idea of the game, we ſhall point out thoſe 


methods of defrauding, made uſe of by | 


many who live by attending the tennis- 
courts; and endeavour, if poſlible, to 
open the eyes of ſeveral of our nobility, 
who have felt ſevere ſhocks from their ad- 
mitting theſe people to play, bett, and 
even make matches for them, whereby 
they are certain of loſing their money. 
Sharpers will often make a match between 
a nobleman and one of the markers, who, 
in general, are the beſt players, and per- 
ſuade the nobleman that he has the beſt of 


it; one of them, who is reckoned one of 


the beſt judges in England, to convince 


him, will back him for five or ten pounds, 
and make the bett, (which all the time is a 
ſham one) with his accomplice, who offers | 


to lay my lord fifty more that he loſes; m 


lord accepts the bett, and loſes. They 
then perſuade him he is out of play, and 
the marker gives my lord greater odds, in 
conſequence of which, the ſharper, who is 
allowed to be a great judge, offers to back 
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my lord for an hundred, no- one will take 
him up, in order to make my lord have a 
good opinion of the match; my lord offers 
to lay, but the ſum being not ſufficient, no 
one betts with him, ſo that my lord plays 
for little or nothing, and the marker, who 
is in the ſecret, lets him win the ſet; upon 
which a match is made for an hundred or 
more, the odd ſet in five or ſeven; my 
| lord is let to win the firſt ſer, and then lays 
odds, to the amount of five or ſix hundred, 
this ſharping judge ſeeming all along to 
back my lord, and the ſets become equal, 
two and two, or three and three ; : however, 
the marker wins, to the ſeeming great aſto- 
niſhment of him who backed my lord, de- 
claring it to be a near thing; and my lord : 
is well fatisfi- d with loſing his money, to 
What we may call a dead certainty : for it 
is to be obſerved, that the game of tennis 
admits of very little chance, fo that the 
ſuperior player may win hollow, if he 
pleaſes, having but three to two the beſt 
of it at ſtarting, | „ 
e 2 The 
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The marker, WhO plays upon theſe oc- 
calions, gets in proportion, and even him 
who marks the games, comes in for a ſhare 


of the plunder, not undetervecly ; becaule, 


in caſe the ſet is run hard, it is in his power 


to mark a chiace wider or cloſer, in favour 
Of his brother mz arker, who is p N g, by 
u hich means many a ſet is won oc loſt. 
In the Ded ans there are often a number of 


youzg gentlemen, who know liitle or no- 


thing of the game, who think it becomes 
them, as men. of faſhion, to bett. Theſe 
are always dupcs to the knowing ones, who- 
lay in wait for them, and generally entraj> 
them by making ſham betts one with ano- 
ther, and thereby lead them on to lay theirs. 
money, as the ſharping 4 judge ſeems to- 


bett; for many of theſe no vices have 5 


uith Mr. 
any in England; their money to them is 
of the leaſt conſequence, Provided they are 
b thought knowing by their comrades. 


Da: Another 5 


opinion of their own upon theſe occafions, 
but are entirely guided by thoſe they ima- 


gine to be judges. They often boait of 
their loſings, and beipg on the ſame ſide 
—, Who is as good a judge as 
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Another ſpecies of cheating has been at- 
tempted within theſe few years, by a marker 
and a capitol player; in playing a match 
with a gentleman, he has thrown away the 
ſets, palpably by deſign, to win money for 
the ſharpers, with whom he was in league; 
but it being done too bare-faced, his cha- 
Tacter was entirely blaſted as a marker, and 
novody ever backs him ſince for any thing 
of conſequence. A marker ought to be 
particularly careful in preſerving his repu- 
ration, for on that totally depends his 
bread : when once he is found out it is all 
over with him. 
When any of theſe pretended gentlemen 
play with a nobleman, they never play 
within fifteen or thirty of their game, con- 
ſequently they have them in tow, and can 
do as they pleaſe with them. If a capital 
bett offers, and their friends take the 
odds, &c. they can then ſeem to make 
What they call a tight thing of it, and win 
the ſet to almoſt a certainty at laſt, ſo ſure 
are they that chance can never interfere bo 


ſtrongly as to d OVerke them. = 
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So various are the deceptions of this 
game, that it is almoſt impoſſible for a 
ftrang.r to go into a tennis-court, and 
dett, without loſing his money; in ſhort, 
there are wheels within wheels; and to- 
enumerate the different fineſſes made ute of 
by the ſharping tennis players, would be 
more than poſſiole, as there are new inven- 


tions daily practiſed ro decoy and enſnare 
the unwary : ſo proſtituted is this noble 
game to what it uſed to be, that inſtead of 


leeing only perſons of the firſt rank in 
England, as formerly, we ſee the Dedans 
now thronged with ſome of the moſt no- 
torious Marpers in London. 


From what has been ſaid, it muſt plainly 5 


appear, that no novice can expect to win 
by betting in a public tennis- court upon 
ſtrangers; and that when they back their 


friends againſt them, they have no chance 


of winning, as it is a rule with a profeſſed 


tennis- player, never to make a match with 


a Pigeon that he cannot win when he 


pleaſes, Nay, when two acquaintance play | 


together, and theſe judges interfere, they 
=. — 
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will fleece the youngeſt or moſt inexpert at 
the game, as they preſently diſcern who is 
the beſt player, and lay their money ac- 2 
cordingly. We cannot therefore ſum up N 
this account better than in adviſing young ; 
_ gentlemen never to play at this game but 1 
merely for their amuſement, and to let the : 
Family have all the betts to themſelves. 
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E A 


i Account of the Game of Cards, called 
Tanſquenet, the Manner in which it is 


played in moſt Part of Europe, with the 


| differ ent Methods of cheating at this Game, 
by which means many Foreigners and Ne- 


lives have Jule ted in 515 Te 0WN for, ſevera- 


1 ears. 


Tu game may be played at by almoſt 
any number of people, although only 
one pack of cards is uſed at a time, that 
is to ſay, during the deal. The dealer, 
whom ſome think has an advantage, begins 


by ſhuffling the cards, and having them 


cut by any other perſon of the party; 
after which he deals out two cards on his 


left hand, turning them up, then one for 
| himſelf, and a fourth, which he places in 
the middle of the table, for the company, 
called the rejouiſſance card. Upon this. 
card, any, or all of the company, except 
the dea er, may put their money, Which 


tlie 
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the dealer is obliged to anſwer, by ſtaking 
an equal ſum to the whole that is put upon 
it by different perſons. He continues deal- 


ing and turning the cards upwards one by 


one till two of a ſort appear; for inſtance, 


two aces, two duces, &c. which in order 
to ſeparate, and that no perſon may miſtake 
for ſingle cards, he places on each ſide of 


his own card; and as often as two, three, 


or the fourth card of a ſort come up, he 


always places them, as before ſaid, on 
each ſide his own. Any ſingle card the 


company has a right to take and put their 


money upon, unleſs the dealer's own card 


happens to be double, which often occurs 
by his card being the ſame as one of the 


two hand cards which he firſt of all dealt 


out on his left hand: thus he continues 
dealing till he brings either their cards, or 
his own. As long as his own card remains 
undrawn he wins; and which ever card 
comes up firſt, loſes. If he draws or deals 
out the two cards on his left, which are 


called the hand-cards, before his own, he 


18 entitled to deal again; the advantage of --. 
which 
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which is no other, when fair play prevails, 


than his being exempted from loſing when 
he draws a ſimilar card to his own imme- 


diately after he has turned up one for him- 


E ſelf. 


So far we may juſtly ſay this game is fair 


| 1 the dealer has a trifling advantage, each 


has the ſame in his turn, if he chuſes to 


deal; many declining the deal, becauſe, if 
unlucky, they may loſe conſiderably, being 
_ obliged to N the whole that 1s played 
: 
This game is often alas more e ſimply 
without the rejouiſſance card, giving every 
perſon round the table a card to put their 
money upon. Sometimes it is played by 
dealing only two cards, one for the dealer, 
and another for the company. 


We ſhall now endeavour to ſet forth the 


| iniquitous, or unfair part of this game, by 

laying open the fraudulent practices through 
combinations and ſlight of hand, at which 
the foreigners more particularly are fo re- 
markable and expert. This game depends 
greatly upon the ſhuffling and cutting ; con- 


"IRA 
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ſequently if the dealer can artfully, by | ö 


means of a ſlight in ſhuffling, either fix the 
card which is to win the rejouiſſance two 


or three cards from the rejouiſſance card, or 1 
place the three cards ſimilar to his own 5 


near the bottom, he muſt win the rejouiſ- 
ſance, or every other card upon the table. 
After he has thus fixed upon them by dint 
of a manceuvre, which nothing but the 
greateſt practice can make him maſter of, 
he ſeems to ſhuffle and mix them extremely 
fair, and gives them to be cut by any of 
the company. Now here comes the fal- 
lacy; one of the ſet, who ſeems to be quite | 
an indifferent perſon, but who is at the — _ 
ſame time in league with the dealer, cuts 55 
the cards juſt in the nick, or what the fo- 
reigners call 4% point, or bridge, ſcarce. 
diſcernible to any but thoſe in the ſecret _ 
when once cut, the dealer is ſure of his | 
point. The perſon who cuts the cards is = = 
the very firſt to put upon the rejouiſſance 0 
card, in order to entice the dupes to followW 
his example; in conſequence of which the 
dealer makes a great hand, and ons 
his deal. 
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There are likewiſe other methods of 


cheating without the help of an accomplice 
to cut the cards: theſe are effected by a 
moſt dextrous method of ſlipping the cards 
after they are cut, which the foreigners 
greatly excel in; or, what is ſtill more ſun 
prizing, in the courſe of their ſeeming to 


ſhuffle them, they can throw them into 
ſuch an order as to be almoſt ſure of win- 
ning, let who will cut. This is done by 


ſhuffling them one by one on the table, 


and marking the cards wanted; ſometimes 


it is done by taking them up and placing 


them in rotation, all which is performed in 
an inſtant, the dealer ſeeming at the fame 


time to ſhuffle them . in order to 
mix them. | 


Foreigners, who ſtile themſelves cennoiſ 


ſeurs, are ſo particularly artful at this game, 


that it is ſcarce poſſible for any perſon what- 


ſoever to deceive them, It has been 


known at a certain coffee-houſe at the weſt- 


end of the town, that a card-maker was 
bribed to ſend a number of packs of cards, 
ready marked, according to the direction 


7 
| 


64 Annals of Gaming. 


of an Engliſh ſharper, who uſed to make 
one of this ſociety of Lanſquenet players, 
imagining to have a ſtroke ſuperior to any 
of thoſe foreigners, but before the cards 


were dealt out by the perſon in the ſecret, 
one of the foreigners ſtopt him in his career, 


and produced the marks of each pack, in- 
ſiſting upon opening them to prove that 
he was right in his conjecture: the conſe- 
quence of which was, a ſtrict enquiry how 
theſe ſeveral packs became thus marked; 
the card · maker was produced, and after 
much altercation and many threats (the 


card- maker pretending he was innocent, 


and that one of his journeymen muſt have 
been in league with ſomebody that employ- 


ed him) he loſt the cuſtom of the. houſe, 


After what has been ſaid, it is plain that 
this game is very dangerous, as no one, 
who is not verſed in all the operations made 
uſe of upon the cards, can poſſibly have a 


fair chance, every Frenchman or Italian, 


belonging to this ſociery, being in con- 
junction one with another, and always 


upon the look out for — who, when 
. wy 


oy __ 1 ——— 
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they can once get them at this game, never 
leave them till they have picked them to the 

very bone, Many knowing-ones of this 
country have been deceived by the extra- 
ordinary manceuvres of theſe foreigners 
| imagining to fleece them, they have them- 
{elves been ſtripped of every ſhilling they 
dad in the world, 


ESSAY 
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E 8 XV. 


Giving an Account of the Game of Piquet, 
with the Rules and Laws for playing it. 
Ali the Ar. rfices and fraudulent Methods 
thi! are practiſed by 1 to £417 


22 722 Ad vantages. 


1 game of Piquet is played by two 
perlons only, and with thirty. t] “öQ 
cards, viz. the ace, king, queen, knave, 


ten, nine, eight, and ſeven, of each ſuit; 


and theſe cards keep the ſame rank in 
which they are here placed; the ace being 


above the king, and ſo on. In telling the 


game the ace counts eleven, the king, 


queen, knave, ten each, and the ſmall 


cards each according to the number of 


their pips, ten, nine, eight, or ſeven. 


When you have agreed what to play for, 5 
and how many points ſhall make the game, 
you then cut for deal, and he that gets the 
loweſt piquet card, deals firſt, in der to 
which he ſhuffles the cards, and preſents 
them to the elder. hand, who, if he pleaſes, 
may 
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may muffle them likewiſe, in which caſe 
the dealer has a right to ſhuffle them a 
ſecond time. Being cut only once, or a 
card being dropt, the dealer is entitled to 
ſhuffle n over again. The cards are to 
be dealt by two a4 two, or three and 
three, and the deal is to be continued in 
the ſame manner, in which it began, 
throughout a whole party, unleſs the dealer 
| ſhall declare at any time before ſhuffling, 
that he intends to change it. In this man- 
ner each player is to have twelve cards dealt 
him, and there will then remain eight cards, 
which are called the Talon or Stock, and 
are to be placed on x the board between the 
two e 


General prog for playing at PIQUET. 
* 
. are to play by the Rüge of your 
game; what is meant by them, is, that 
when you are backward in the game, or 
behind your adverſary, you are to play a 
puſning game, otherwiſe you are to make 
„ twenty 
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twenty ſeyen points elder-hand, and thirteen ” 
points younger hand; and you are always 


to compare your game with your adver- 


ſary's, and diſcard NY 


„ 8 | 

You are to diſcard in expectation of win- 
ning the cards, which is fo eſſential a part 
of the game, that it generally makes twen- 


ty-two or twenty-three points difference; 


thercfore you. are not to. diſcard for low 

quatorze, ſuch as three queens, three knaves, 
or three tens, becauſe in any of theſe caſes, 
the odds are three to one, elder-hand, that 
you do not ſucced, and ſeventeen to three 


younger-hand ; for let us ſuppoſe you 


ſhould go for a guatorze of queens, knaves, 
or tens, and throw out an ace or a king, 
by ſo doing you run the riſk of loſing above 
twenty points in expectation of winning 


fourteen Points. 


At the beginning of a party you are to 


Play to make your game, which is * . 
fevers 5 
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ſeven points elder hand, and thirteen points 


younger hand ; therefore, ſuppoſe you are 
elder hand, and that you have a terce-major, 


and the ſeven of any ſuir, it is five to two 


but that you take in one card out of any 


four certain cards; therefore, ſuppoſe you 
ſhould have three queens, three knaves, or 
three tens, you are in this caſe to diſcard 


oae of them preferably to the ſeven of ſuch 


a ſuir, becauſe it is three to one that you 
do not take in any one certain card, elder 
hand, to make you a quaterze, and conſe- 
_ quently you difcard the ſeven of luck a ſuit 
to a great diſadvantage. 


1. 
If your adverſary is greatly before you in 
the game, the conſideration of winning the 


cards muſt be put quite out of the queſtion; | 
therefore ſuppoſe you ſhould have a guar? 


to a queen or a quart to a knave; in Which 


Caſe it is only about five to four, being elder- 
hand, but that you take in a card to make 
you a guint, and about three to one but that 


you take 1 in a N a knave, or ten 3 and 
ſhould 


e has laid out. 
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ſhould you have three of either dealt you, 


it is good play to make a puſh for the game, 


particularly if it be ſo far advanced as to 
give you but little chance for 1 it in another 


deal. 
Y. 


To gain the point, generally makes ten 


points difference; therefore, when you diſ- 
card, you muſt endeavour to gain it, but 
not riſk the loſing of the cards by ſo doing. 


VI. 
The ſaving of your lurch, or the "PR 


ing your adverſary, is ſo material, that you 
bughr always to riſk ſome Points to accom- 


1 pliſ either of them, 


A 
s tricks. with any wining 
card in your hand, never fail playing that 


card; becauſe, at leaſt, you play eleven 


points to one againſt yourſelf by fo doing, 
unleſs in play you diſcover what cards your 


VII. If 


Anrals of Gaming, 


VIII. 

If you are greatly advanced in the game, 
as ſuppoſe you are eighty to fifty, in that 
caſe it is your intereſt to let your adverſary 
gain two points for your one as often as you 
can, eſpecially if the next deal you are to 
be elder hand; but if, on the contrary, you 
are to be younger-hand, and are cighty-ſix 
to fifty or ſixty, never regard the loſing two 
or three points for the gaining of one, be- 
cauſe that point brings you within your 
| ſew. 

The younger-hand is to play upon the 
defenſive ; n therefore, in order to make his 
thirteen points, he is to carry terces, quarts, 

and eſpecially to ſtrive for the point; but 

ſuppoſe him to have two zerces from a king, 

queen, or knave, as it is twenty-nine to 
5 twenty- eight that he ſucceeds, he having in 

that caſe four certain cards to take in to 
make him a gzart to either of them, and, 


* Ps thereby ſave a Pique; &c. he ought 
: a 
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1 preferably to go for that which he has the 
moſt chance to ſucceed in ; but if, inſtead 
of this method of hey he has three 
1 queens, knaves, or tens, and ſhouid attempt 
to carry any of them preferably to the 
others, the odds that he does not ſucceed 
being ſeventeen to three againſt him, he con- | 
ſequently diſcards to a great diſadvantage, 
The elder or younger-hand is ſometimes 
to ſink one of his points, a zerce, or three 
kings, queens, knaves, or tens, in hopes of 
winning the cards; but that is to be done 
| with judgment, and without heſitating. 
| 7 . 8 
It is often good play for a younger-hand 
not to call three queens, k naves, Sc. and 
to ſink one card of his point, which his ad- 
verſary may 1 Eno to be a guard to a a king 
or queen. 


„ = 
The younger hand having the cards 
equally dealt him, is not to take in any 
| card if 3 bs runs the riſk of lofing 
| : „„ them, 


— — ——— — — — — 
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them, | alk he is very backward in the 
game, and has then a ſcheme for a great 
game. 
xii 
If the younger-hand has a probability of 
ſaving or winning the cards by a deep diſ- 
card. As for example: ſuppoſe he ſhould 
have the king, queen, and nine of a ſuit; 
or the king, knave, and nine of a ſuit; in 
this caſe he may diſcard either of thoſe 
ſuits, with a moral certainty of not being 
attacked in them; and the odds that he 
does not take in the ace of either of thoſe 
| ſuits being againſt him, it is not worth his 
while to diſcard otherwiſe in expectation of 
lucceeding. 5 
XIV. 
The younger. hand having three aces 
dealt him, it is generally his beſt * to 
Throw out the fourth ſuit, 


The younger-hand is generally to carry 
guard to his queen-ſuits, in order to make | 
points, and ſave the cards. 


E . When 


having three of each dealt him; therefore 


Annals of Gaming. 


„ 5 
When the younger-hand obſerves that 


the elder-hand, by calling his point has five 
cards which will make five tricks in play, 


and may have the ace and queen of another 
ſuit, he ſhould throw away the guard to 


that king, eſpecially if he has put out one 
to that ſuit, which will give him an even 
chance of laving the cards, 


XVIL 


17 the elder hand has a quart to a king 
dealt him, with three kings and three queens 
(including the king to his quart) and that 
he is obliged to diſcard either one of his 
guart to the king. or to dicard a king or 


queen. 
Query. Which i Is the beſt for Am to di 


card? 


Anſwer. The chivics for viking i in the 
ace or nine to his quart to a king, being 
one out of two certain cards, "3 l 
equal to the taking either a king or queen, 


he 


2 . 
* 
5 
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| he is to diſcard in ſuch a manner as 
gives him the faireſt probability of winning 
the cards, 


The foregoing caſe may be a general di- 
rection to diſcard in all caſes of the like 


nature, either for the elder or younger 
hand. 


XVII. 


Lope the elder- hand has taken in his 
five cards, and that he has the ace, king, 


and knave of a ſuit, having diſcarded two 


of that ſuit: he has alſo the ace, king, 
knave, and two ſmall cards of another ſuit, 


but no winning cards in the other ſuits. 


Query. Which of theſe ſuits is he to play 


from, in order to have the faireſt chance of 
winning, or ſaving the cards ? 


Anſwer. He 1s ways to 1 from the 


ſuit of which he has the feweſt in number; 


becauſe if he finds his adverſary guarded 


there, the probability is in his favour that 
he is unguarded in the other ſuit; and 
ſhould he play from the ſuit of which he 
has the moſt in | number, and finds his ad- 


3 „ verſary's 


with thirteen cards, he counts nothing. 
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verſary's queen guarded, in that. oat he 
has no chance to ſave or win the cards. 


XIX. 


If the elder- hand: 15 fe 1 to ke the 
cards equal, by playing them in any parti- 


cular manner, and is advanced before his 


adverſary in the game, he is not to riſk 
the loſing of them; but if his adverſary is 
greatly before him, in that caſe it is his in- 
tereſt to riſk the loſing of the cards in ex- 
pectation of winning ; of them, 


Laws of the Game: at PIQUET. 
I. THE clier-hand i is ; obliged to o lay our 


one card. 
II. If the elder-hand takes in one of the 


10555 cards which belong to the 3 
hand, he loſes tne game. --: 

III. If the elder. hand, in taking his five 
cards, ſhould happen to turn up a card 


belonging to the e nd, he is to 
reckon nothing that deal. 


IV. If the elder or younger- hand play 


. I 
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ZW If the elder-hand has thirteen cards 
dealt him, it is in his option whether he 
will ſtand the deal or not; and if he chuſes 
to ſtand the deal, he is to diſcover it, and 
to diſcard five cards, and to take in four 
only. Oe 
VI. If the elder or younger-hand reckons 
What they have not, they count nothing. 
VII. If the elder hand touches the flock 
after he has diſcarded, he cannot alter i 
diſcard. 
VIII, If a card is faced, and it happens 
to be diſcovered either in the dealing, or in 
the ſtock, there muſt be a new deal, unleſs 
it be the bottom card.. | 
IX. If the dealer turns up a card i in deal- 
ing, belonging to the elder-hand, it is in 
the option of the elder-hand to have a new 
deal. 
+: . I the younger hand takes in five 
cards, it is the loſs of the game, unleſs the 
elder-hand has left two cards. £0 
Kl. If the elder hand calls forty- one for 
| his point, which happens to be a aps 
major, and it is allowed to be good, und 
%ö;ö—oꝛ 1 
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only 1 four for it, and plays away, 


in this caſe he is not entitled to count 


more. 


XII. . 
If the elder hand ſhews a point, or 


quart, or terce, and aſks if they are good, 


and afterwards forgets to reckon any of 


them, it bars the younger hand from reck- 
oning any of equal value. 8 


XIII. 


Quarte - blanche counts firſt, wy con- 


ſequently ſaves piques and repiques: it 


alſo piques and repiques the adverſary in 


the ſame manner, as if thoſe points were 
reckoned in any other way. 


XIV. 
Quartie - blanche reckons before any: 


thing elſe; but need not be ſhewn till the 


adverſary has firſt diſcarded ; only if you 
arc elder-hand, you muſt bid the younger 
hand to diſcard for quarte-blanche; which 
after he has done, you ſhew your blanche 
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| by counting your cards down one after an- 
other, . 
' You are to cut two cards at the leaſt. 
XVI. 

If you call a point, and do not ſhew 
it, you reckon nothing for it; and the 
| younger-hand ay ſhew, and reckon hy 
; Point. 
5 XVII. 

11 you play with eleven cards, or fewer, 
no > Penalty arrends 1 it. 


XVIII. 


If the elder han Jeaves a card, and 
after he has taken in, he happens to 
put to his diſcard the four cards taken in, 
they muſt remain with his diſcard, and he 
only play with cight cards, viz, thoſe added 
to his oy. 


„ XIX. 
If the younger hand leaves a card or 


cards, and mixes it with his diſcard be- 
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fore he has ſhewn it to the elder-hand, who 


is firſt to tell him what he will play, the 
elder hand 1 is intitled to tee his whole dif- 
card. 


XX. 


If the younger hand leaves a card, or 


cards, and does not ſee them, nor mixes 
them to his diſcard, the elder hand has no 


Tight to ſee them; but then they muſt re- 


main ſeparate whilſt the cards are playing, 


and the younger hand cannot look at them 


neither all that while. 


el. 


If the younger hand leaves a card or 
cards, and looks at them, the elder-hand 
is intitled to ſee them, firſt declaring what | 


| uit he will lead. 
XXII. 


If the dealer deals a card too many, 
or too few, it is in the option of the elder 
hand to have a new deal; but if he ſtands 


the deal, he muſt leave three cards for the 
younger hand. | 


ron 


os N 
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You are, in the firſt place, to call your 
point; and if you have two points, if 


you deſign to reckon the higheſt, you are 
to call that firſt, and are to abide by your 


firſt Fall, 
XXIV. 
Your - are I to call your Ae, quarts, 
cinques, &c. next; and to call the higheſt 


of them, in caſe you deſign to reckon 
them. 


xxv. 


Vou are to call a quartoze preferable to 


three aces, &c. if you deſign to reckon 


them. 
XXVI. 


If you call a zerce, having a quart in 


your hand, 885 muſt abide 38 your firſt 
call. 7 


We fhall now oive the different merhodi 


made ule of by ſharpers to win, or rather 


Ss defraud 
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defraud thoſe who flatter themſelves they 
can play this game well; and the more in- 
tent they are in adhering to the niceties of 
the game, the more liable they are to fall 
victims to the artifices we ſhall here ex- 
plain. 

Suppoſe two ſharpers FEST ber 
in order to take in ſome who are fond of 
laying money, the following manceuvre is 
practiſed: they pretend great earneſtneſs 
in their play, conſequently ſeem to ſhuffle 
the cards in order to mix them thoroughly, 
at the ſame time the one is preparing the 
cards for the other to deal, leaving, for ex- 
ample, the aces and the major part of a 
ſuit, either on the top or at the bottom of 
the pack; theſe cards being known by 
the dealer to be there placed, he takes the 
cards, ſeems to ſhuffle them, but inſtead of 
| ſo doing, by dint of great dexterity, owing 
entirely to practice, he inſerts ſuch cards 
which are of little or no uſe, ſo that they 
may in dealing either come to himſelf or 
playfellow, according as the plan is laid, 


and which of the two iS to win the dupe * 


5 money 
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* 


money which is layed. When the cards 
are thus ſhuffled or fixed, by a kind of 
final ſhuffle, he makes a bridge, or open- 
Ing, in which the elder at hand is to cut 
the cards, ſo that they muſt of courſe come 
according to their wiſh. A third perſon is 
generally planted to make the bets, to take 
off any ſuſpicion which might otherwiſe 
ariſe, if the Jenn themſelves were to 

ber. 
When a eier is playing to dupe his 
adverſary, one of his accomplices pretenda 
to back the dupe; under which pretence 
he takes the liberty of looking over his 
hand of cards, and in the courſe of the 
game, will, by ſigns, pre- eſtabliſned be- 
tween them, inform his companion who is 
playing, what ſuit is the weakeſt in the 
dupe's hand ; and by his waiting each time 
for theſe ſigns before he diſcards, can al- 
ways keep in his hand as many of his ad- 
verfary's weak ſuit as are neceſſary to bear 
his point in it, which allo gives him a bet- 
ter chance of taking in. This is one ad- 
vantage en accrues from ſigns, and is 
| 
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reckoned a very ſtrong one; but there are 
ſeveral others, ſuch as knowing what cards 


to play, to win the cards, by an intimation 
of the adverſary's diſcards, &c. &c. So ef- 


fectual are the pulls by ſigns, that no one 


who plays at this game ſhould, under any : 


pretence whatſoever, Permit his hand of 
cards to be ſeen. 


Another method of cheating is ads uſe 
of, by firſt marking the cards, then ſhuf- 


fling them, and inſerting them as we have 
 before-mentioned, ſecundem artem, then 


give them to be cut by the adverſary; 
this done, in putting the under part of the 
pack upon the reſt, and in taking them up, 
the left-hand little finger is fixed between 
the diviſion of the pack, and by the help 

of the right hand, which covers the whole, 
the grand ſlip is performed, and is by 


many done ſo imperceptibly, that the 


quickeſt eye cannot poſſibly diſcern it; by 


theſe means they deal themſelves either a 
' Pique or a repique whenever they pleaſe. 
However, this requires great practice, and 
there are but few, except Jonas, and ſome 
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of his profeſſion, who can do it as it ſhould 
be, we mean ſlipping the cards only. None 
of theſe public profeſſors of legerdemain 
are ever able to prepare the cards for any 
_ uſeful purpoſe at play; by their ſlip they 


5 indeed ſhew many tricks upon the cards, 


and make many believe they are conju- 
rers. | 
Two things by way of advice we ſhall 
give to thoſe who play this game, the firſt 
is to be very vigilant, when the adverſary 
looks at his diſcard, for many have been 
deceived by his changing them with ſuch 
_ addreſs, that they have been impofed upon 
in this reſpect whole evenings, and thereby 
invariably loft their money. Every time 
your adverſary touches his diſcard, under 
| pretence of regulating his game, be ſure 


you keep your eye upon him. Secondly, 


and laſtly, when your adverſary deals, ob- 
ſerve his hand, for if certain cards are 
marked, ſuch as the aces, he will by flight 
deal them to himſelf, by dealing you or 
himſelf only one card, according as he finds 
them ſituated. In ſhort, this game re- 
= | | quires 
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quires great knowledge of cards in general, 


and no one ſhould play at it, unleſs he is : 


acquainted with every thing that can be 
done upon the cards, by the moſt expert 


Jouenrs de profeſſion. 
Tf the reader ſhould be at at a ſtand to 


Know the meaning of any terms uſed here 


by the connoiſſeurs, by recurring to the 
game of Whiſt, No. 2, he will moſt pro- 
bably have all his doubts removed, 
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An Account of the Game of Billiards, 27 
the Rules and Odds: The different Kinds 
of Games played on a Billiard Table: Alſo 
the Stratagems and Artifices of W to 
_"_ and cheat. 


£4 E game of Billiards was originally 
invented in France, when it was 
played in a different manner from what it 
is at preſent, by having a paſs or iron in 
the table, which is now laid aſide. A 
table is generally about twelve feet long 
and ſix feet wide, covered with fine green 
cloth, and ſurrounded with cuſhions to 
. prevent the balls rolling off, and make 
them rebound. There are {1x holes, nets, 
or pockets, to receive the balls; theſe are 
placed at the four corners, and two in the 
middle oppoſite each other, to receive the 
balls, which when put in their holes are 
called hazards. The making of a hazard, 

that is putting the adverſary's ball in at the 
common game, reckons two in favour of 
5 the 
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the player. The following are the rules 
generally obſerved: at the winning or uſual. 
game. 


* 


For the lead, put the ball at one end, 
and play to be neareſt the b next to 
you. | 


" 


The neareſt to the Sun 18 to lead, 
and chuſe me ball, if he pleaſes, 


II. 
The leader is to place his ball at the nail 5 
and not to paſs the middle pocket; and if 
he holes himſelf, he loſes the lead. 
IV. 


He that follows the leader muſt and : 
within the corner of the alle, and not 
Place his ball beyond the nail. e 


V. He 
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He that plays upon the running ba], 
loſes one. 


"VI. 
He that aches the ball twice, and 
moves it, loſes one. 


VII. 
He that does not hit his adverſary $ ball, 
loſes one. | | 


VIII. 


Touching both balls is deemed a foul 
ſtroke; and putting in an adverſary's ball, 
obtains nothing; the ſtriker who Puts in 
his own, loſes two. 


IX. 
He that holes both balls, loſes two. 


He that liber upon his adverſary's s ball, 
and holes himſelf, loſes two. 


* 7 beſe two rules are Jeldem a or ever v en- 
. forced. | 


XI. He 
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>: | 
He that plays againſt the ball, not 
ſtriking it, but holes himſelf, loſes three. 
XII. 
le that ſtrikes both balls over the table 
loſes two. 


XIII. 
He that ſtrikes his ball over the table, 


three. | 
XIV. 


He that retains the end of his adverſary's 
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his ſtroke, loſes. one, 
XV. 
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loſes one. 8 
XVI. 


fary' 8, without A loſes one. 


and does not hit his adverſary” s ball, loſes 5 


ſtick when playing, or endeavours to balk 
He that plays another” 8 bal without leave, | 


He that takes up his ball, or his adver- : 


XvII, He 


e 


A 
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XVII. 
He that ſtops either ball, when running, 


loſes one; and being n near the hole, loſes 


two. 
2 
He that blows upon the ball, when run- 


ning, loſes one; and if near the holes, 
loſes two. 


XIX. 
ne that ſhakes the table when the ball i 1s 


running, loſes one. 


N 8 Xx. | : 
He that ſtrikes the table with the ſtick, 
or plays before his turn, loſes one. 
ar 
He that throws the ſtick upon the table, 


and hits the ball, loſes one. 


XXII. 


. If 8 ball ſtands upon the edge of che : 
hole, and after being challenged. it falls in, 
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It is nothing, but 1 be put where it was 
before. 


=o: 

Tf any perſon, not being one of the play- 

ers, ſtops a ball, the ball muſt ſtand i in the 
place where it was ſtopped. 


XXIV. 
He that plays without a foot upon the 1 
ground, es one. 
5 : 
He that leaves the game before it is 
ended, I. ſes ir. 


5 „ 2 NY N ” p 11. 
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XXVI. 
Any perſon may change his Rick in 
play. 
XXVII. 


-; any difference ariſe about falſe his, 
he that marks the game, or the _—_ of 
the r decide 1 it. 


XXVIIL The | 
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Thoſe that do not play muſt ſtand from 
the table, and give place to the players. 


XXIX. 


If any perſon lays any wager, and does 
not play, he ſhall not give advice to the 


players upon the game. 


This game is played with ſlicks, called 
maces or cues: the firſt conſiſts of a long 
ſtraight ſtick, with a head at the end, and 
is the ſuperior inſtrument in point of ad- 
vantage: the cue is a thick ſtick, dimi- 
niſhing gradually to a point of about half an 


inch diameter: this inſtrument is played 


over the left hand, and ſupported by the 
thumb. Ir is the only inſtrument in vogue 
abroad, and is played with amazing addreſs 
by the Italians, and ſome of the Dutch: 
but in England the mace is the prevailing 


inſtrument, which few foreigners excel 


twelve up, there are ſeveral kinds of games 
L played 


Beſides the winning game, which is 


— — 
— - . 
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play bs at billiards, viz, The loſing game; 
the winning and loſing; choice of balls; 
bricole; carambole; 8 a four - game ; 


| hazards, &c. 


The Jing game is the common game 
nearly reverſed; that is to ſay, except 


hitting of the balls, which is abſolutely ne- 


Ae you gain by loſing. In putting 


yourſelf in, you win two; by putting 


your adverſary in, you loſe two; but if 
you pocket both balls you get four. This 


game depends greatly upon ſtrengths, and 


is therefore very neceſſary to be known to 


play the winning game in perfection. 


The winning and lofi ing game is a combi- 
nation of both games; that is to ſay, all 
balls that are made reckon, and double 
balls four. At this game, and the loſing, 


| knocking over, or forcing the balls over 
the cuſhion, do not tell as at the « common 
game. 

Choice of balls, 18 chuſing each time 
which ball the player pleaſes, which i i8 


doubtleſs a great advantage, and is gene- 


88510 8 againſt loſing and winning. 


 bricole, : 
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15 0 is the being obliged to 1 a 


cuſhion, and rebound before you touch 


your adverfary's ball; otherwiſe you loſe a 


point: this is a great difadvantage, and is 


reckoned between even players to bo equal 


to receiving about 8 and 9. 
Carambole, is a game newly introduced 
from France. It is played with three balls, 


one being red, which is neutral, and is 
placed upon a ſpot upon a line with the 
Htringing nail. Each of the opponents, at 
the firſt ſtroke of a hazard, play from a 
mark upon a line with it at the other end of 
the table. The chief object of this game 


is to hit with your own ball the two other 


: balls, which 1s called a Carambole, and by 


which the player wins two, Putting 1n the 
red ball is three, the adverſary's ball two; 
ſo that ſeven may be gained at one ſtroke, 


by caramboling and putting in both balls. 

The game is ſixteen up. This game, like 
the loſing, depends chiefly upon Wes 

and is uſually played with the cue. 

The chief object of this game, after ma- 


king what we have diſtinguiſhed by the ca- 
_ rambole 


Po 
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96 
rambole "WY is the baulk ; that i is to ſay, 
making the white ball, and bringing your 
own bali and the red one below the ſtring- 
ing nail, from whence the players begin. 
By this means, the adverſary is obliged to 
play bricole from the oppolite cuſhion, and 
it often happens that this ſituation deter- . 
, mines the whole game. 0 
A four: game conſiſts of two o partners on 
ench ſide, at the common winning game, 
who play by ſucceſſion after each hazard, 
or two points loſt, The game is fifteen 
up; fo that the point or hazard is an odd 
number, through the game: for which 
reaſon a mils at 4, 6, or 8, is as much at 
this game as at 5, 7, or 9, at the common 
ſingle game. 
Hazards are ſo called becauſe they de- 
pend entirely upon the making of hazards, 
without any regard to any game or ſcore. 
Any number of perſons may . by hav- 
ing balls that are numbered, and which 
are ſmaller than the common balls; but 
the number ſeldom exceeds ſix, to avoid 
confuſion. A ſpecified ſum is played for 
each 
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One love 
Two do. 
| Three do. 
Four do, 


Seven do. 


Six do-. — is — 4 to 1 


8 Eleve n do. 


laid. 
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each hazard, which the perſon, whoſe ball 
is put in, pays to the player; and the per- 


ſon who miſſes forfeits half the price of a 


hazard to the perſon whoſe ball he plays 


upon. The only general rule is not to lay 
the next player a hazard. The table is 


paid for by the hour. 
The odds uſually laid at Billiards, which : 


are all calculated for the winning game, 
are as follow, 


Even PLaverRs. 
is — Ss 

1 — "302 

S » 

1s — 2 tor 
Five do. — 2toy 
1 

no — _G6tox 

Eight do. N58 IO to 
Nine do. 1 
Ten do. 1 
I 


is — 15 to | 
| — 6o tot 
is 020 


But only : a guinea t. to a fil! al 518 uſually 


— 


+ 1 
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Two to one — „ 8 to . 
Three toons — is — 3 to 2 
Fcur to one — V to 4 
EET Oc: ˙—•zDé 2 to 
Six to one — is — 7 to 2 ; 
Seven to one — is — 4to1 
Eight to one — is — 9gtol 
— is about 10 ton 


Nine to one 
Ten to one is generally laid 21 to 1, but 
is in reality much more, though not com- 
monly laid; but calculated as near as is pol. 
ſible to be 30 to 1. — 
Eleven to one — is — 60t0t. 


18 — 5 to 4 


Three to two — 7 
Four to two — is — 8 t-to 5 
Five to two — is — 7 to 4 
Six to two — is — 5 co 2 
Seven to two — is — 3 t-o 
Eight to too — is — 6 to 1 
Nine to two — is — 7tor 
Ten to two 5 . about 20 to 1 
often laid — * * _—_ ST. 


Eleven to two = is 23 to 1 
„„ . 


5 to 4 

6 to 4 
7 to 4 
8 to 4 

9 to 4 

10 10 4 
21 00 4- 


6 to 5 


7 to 5 


- 00S 


gtos 
10 to 5 
11 to 5 


7 to 6 


8 to 6 
9 | to 6 


10 to 6 
11 to 6 
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Z 
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— 4 to 3 
5 to 2 


9 to8s8 — is 
10 to 8 — 18 | 
11 to$ — 


2tor 


10 t(09 — is 
5 to2 


11 to 9g — is 
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7 % t! 
8 tO 4 
9 0 4 
10 to 4 
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6 all 


7 to 6 


8 to 6 


9 to 6 
10 to 6 


11 to 6 
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15 to 1 


10 to r 


4 to 3 
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7 to 1 


He who- gives Another Two, 


is 


8 to 7,——that 
Is: 


2 10 


5 to 2 
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3 50 2 
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— 1 — te 
10 to 9g — — .5:t0 2 
DS isͤ - 3 tor 


1 is — 6 to 3 
ii to 10 — is _ 7 80 5 


When He who receives Two from Another, 
— that 5 


15——2 love, 
is 


2 5 to 4 
8 to 5 
9 t0 5 


is — 3 to 1 


3 love 
4 do. 
5 do. 
6 do. 
7 do. 
8 do. 
9 do. 
10 do. 
11 do. 


7 to 2 

8 to 1 
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11 to 10 is — even 


18 - 6 love, —— that 
Mee — is: — 2 to 
7 ditto — is — 5 to 
8 Gitto — 1 — 5 to 
9 ditto — i — 6 to 

10 ditto — is —— 16 to 
11 ditto mais TS 27 OW 
6 to 2 —— is —— 3 to 
7 10 2 — js — 8 to 
8 to 2 — is — 4 to 
9 to 2 —— is —— 9 to 

10 to 2 — is — 12 to 
11 to — — 13 to. 
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Common Odds PS the . 


When 2 are given, the odds of the hazard 
[arc 6 to . | 
When 3 are given, the odds are 5 to 4. 
When 4 are given, the odds are 3 to 2. 
When 5 are given, the odds are 8 to 5. 


When 6 are Siren, the odds are 2 to 1. 
TBE 
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The full odds that you 605 get two 


hazards together, between cyen players, 


. © fg. — 3 to 1 
3 together are — 7 8 
4 ditto are — 135 6 Þ 
5 ditto are — 
6 ditto are — 3 0 0 


What now gives the peculiar advantage 


to the mace over the cue, is what has 
been artfully introduced by profeſſed play- 
ers, under the name of trailing, which 1s fol- 
lowing the ball with the mace to ſuch a 


convenient diſtance from the other ball as 
to make it an eaſy hazard. There are 


many degrees of trailing, under different 
denominations amongſt the connoiſſ-urs, 
namely, the ſhove, the ſweep, the long 
| ſtroke, the trail, and the dead trail, or turn 
up, all which ſecure an advantage to a good 
player, according to their various grada- 
tions. This is alſo performed, though not 
o — by the butt player of the cue. 
Having ſet forth the rules, different 


games, and odds at billiar ds, we ſhall now | 


F 5 | point 
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point out the methods uſually practiſed by 
ſharpers to defraud at this game. 
A black legged gentleman, if he ſees a 
ſtranger knocking the balls about, will ad- 
dreſs him with compliments on his fine 
ſtrokes, and propoſe a game. If they play 
fos nothing but the table, the ſtranger will 
be ſure to win, to entice him to play for 
money. In proportion as they advance 
the betts, the ſharper will lug out his play, 
and the ſtranger will be aſtoniſned to find, 
at his coſt, the worſt player in the world 
at firſt, in the end turn out one of the 
Delt. e . 

If a ſtranger it backward in playing for 
money, the ſharper's aſſociate will whiſper 
to him, he has a hollow match, and offer to 
go his halves in whatever he betts : per- 
ſuaded by this judge, he Jays with the 
player, and the two ſharpers ſhare the 
ſtranger! s half that he loſes, 

Two ſharpers, when they ſee any in th 10 
room that they think will turn out pigeons, 
z ppear to be quite ſtrangers to each other, 
| propole a match, perhaps for a crown; 

| = . be 
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one plays much ſuperior to the other, and 


the loſer affects to be in a great paſſion, 
and is angry that the player will not give 


him a chance for the money he has loſt, 
and propoſes betts to the by-ilanders. I hoſe. 


who are not in the ſecret, fancying he mult 
inevitably loſe, are induced to bett; but 
no ſooner has any money been betted 
upon it with the by-ſtanders, than his ad- 
verſary relaxes in his good play, and the 


loſer begins. to diſcover his real abilities. 


Or a third ſharper, a by-ſtander, betts with 

the ſtrangers, and according as he lays his 

money, the game is determined. 

A black leg plays with a gentlemen for 

_ a trifle, then his aſſociate betts againſt him 
upon the hazard, or a larger ſum than the 
player upon the game; then the black- 
legs loſes the gentleman a ſmall bett, and 
his aſſociate wins a larger, which he ſhares, 


A black-legs always endeavours to lay 


leſs than the 1 and take more. 
I he is play ing for a crown, and gets ten 


love of an eaſy match, he will take the 


odds, as he pretends, for a hedge, in or- 


des 
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der to loſe the game, gain a greater ſum, 
and ſtrengthen his match, by making his 
adverſary believe he won the game by dint 
of good play. 
Two ſharpers will pretend to make hetts 
upon a third who is playing, and propoſe 
to a by-ſtander to go their halves. The 
pigeon relying upon their ſuperior judg- 
ment, and knowing they would not make 
a bad bett, fancies he has a good thing, 
eagerly catches at the bait, and 1 is polled 
through his own cunning, 5 
lmaginary betts are alſo made between 
theſe gentry, to ſtrengthen or weaken a 
match, by giving the credulous fair player 
a higher opinion of his play, and thereby 
inducing him to continue playing with one 
of their aſſociates, though the match is 
greatly to his diſadvantage. — 
If a black-leg loſes, he will probably 
pay bad or light money, or want change, 
| when he thinks the winner cannot . it 
him; or, upon an emergency, bruſh 
under pretence of getting change; which 
is called throwing a Rone. 


The 
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T he black-legs ſeldom or ever come into 
a billiard-room together, but drop in one 
by one, that they may appear ſtrangers to 
each otner, and YE impoſe upon the 
credulous. | 
If any diſpute ariſes concerning any 
wager, the black legs is almoſt fare of 
having it determined in his favour by his 
fraternity in the room, who generally con- 
ſtitute a majority. i. 

Upon the whole, we would adviſe every 
young gentleman, who is a ſtranger to the 
town, never to play or bett in a public bil- 
liard room, as he may be aſſured that three 
fourths of the company in the room are 
ſharpers, and live entirely by gaming; and 
that the moment he opens his mouth to 
play or bett, he may conſider his pocket 
picked by theſe, or ſimilar artifices. 


Some general Ole worthy. of 
Attention, © 

If you happen to lay money on a hazard, 

and the perſon on whoſe fide you lay the 

money, miſſes the ball at cleven, and after- 

wards goes into the hole, you don't loſe 

„„ 1 
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the hazard, the ome being out by the laid 
mils. 

If a perſon ſhould make a foul ſtroke, : 
his adverſary has a right to lead; if he 
does dot like the ball he has to play at. 
If a perſon propoles parting the balls, his 

adverſary has a right to the lead. 

If a perion 1 a hazard, in one of the 
corner holes, he may compel his adverſary 
to lead from the end where he loſt the laid 
hazard. 

It a perſon ſhould loſe a hazard in the 
middle hole, his adverſary may compel him 
to go to which end he pleaſes. _ 

If a perion ſhould play with the wrong 
ball, his adverſary has a right to the lead, 
if he don't like the ball he has to play at; 
provided he can make it appear that he 
played with his own ball the ſtroke before; 
but if he chuſes to play at the ball, he muſt 
play the hazard out with the ball his adver- 
ſary leaves him, and change the ball after- 
wards. 3 

Beſides the games already ſpecified, | 
will be ce Fary: to mention here, that - Ba 
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are two others, but which are teien played 


but by the Knowing-ones. Theſe are called 
the Far-hole, and the One- hole the firſt of 


theſe is expreſſed by the names, that is to 


ſay the hole to be played for is barred, and 
the player mult ſtrike for a different hole 
when this is played againſt the common 
game, the advantage for the latter, between 
even players, is computed at about fix, 


The One hole is ſeldom played but againſt 
young players, or pigeons, who fancy they 
have a great advantage in having five holes 
| againſt one, whereas, in fact, an even 


player has the worſt of it; for as all balls 
that go into the one hole reckon, the play- 
er eudeavours to lay his ball conſtantly be- 


fore that hole, and his antagoniſt frequently 


finds it very difficult, to keep one or other 
ball out, particularly on the leads, when 


the one-hole player lays, as often as he can, 


his. ball hanging over his hole; and takes 
as many opportunities as he can of leading 


from the oppoſite end, even when he is not 


net to it, for by rights the lead ſhouid | 
| be 


. «4 
2 F 
F 
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be given from the end of the table * the 
hazard is made at. 

There is likewiſe a new game lately intro- 
duced here from abroad, called, e Rus- 
SIAN CARAMBOLE. 
The red ball is placed as uſual. on the 
ſpot made for that purpoſe, but the player, 
when he begins, or after having been holed, 
never places his ball on any particular ſpot _ 
or place; he being at liberty to put it 
- where he pleaſes ; when he begins to play, 


his own gently behind it, and his antagoniſt 
is to play at which he thinks proper; if he 

plays at the red ball, and holes it, he ſcores 

three towards the game, which is twenty- 
four inſtead of ſixteen points; and the red 
ball is put upon the {pot again, at which he 
may now play, or take his choice which of the 
two balls to play at, always following his 
ſtroke till both balls are off the table. 
When he caramboles, or ſtrikes his own ball 
againſt the other two, he is entitled to two 
points, the ſame as at the other game, but if 


he caramboles and Pur his own bail 1 into any 
. hole, 


inſtead of ſtriking at the red ball, he leads 
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hole, he loſes as many as he might have got, 
had he not holed his own ball; for example, 


it he ſtrikes at the red hall, and holes it, at 
the ſame time caramboles and holes himſelf, 
he loſes five points; and if he holes both 
balls in caramboling, and allo his own, he 
loſes ſeven, which, if he had not holed: 


himſelf, he would have got. It is in other 
reſpects played like the common red game, 
reckoning three for holing the red ball, two 
for the white, two for caramboling, &c, 


ESSAY 
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E SSA 0K 


An Acccunt of the Game called I. OO, as it 


is played in private Families and public 
Places in and about this Metropolis; with 
the ſeveral Advaniages which are take; 
in playing the ſame by Connoiſſeurs, as they 
call themſelves, in order to reduce 11 40% 4 
Certainty. 


T HIS game is very ſimple of itſelf, as it 


may be learnt by a child of twelve 
years old in half an hour; but however, 


to thoſe who are unacquainted with Loo, it 


will be neceſſary to give ſome ca how this 


game 1s played. 


There are two ways of playing at © Loo, 
the moſt common 1s with five cards, which 
are dealt from the whole pack, firſt three 


and then two, or one at a time, which ever 


the company agree on, Six or ſeven per- 
ſons may play at once, but a greater num- 
ber can be admitted when it is played with _ 
three cards only. When five cards are 


dealt to each perſon, a card is turned up. 
wh. ich 
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dich] is trumps, the knave of this ſuit is 
the higheſt card, which is called palm, the 
ace is next in value, and the others in ſuc- 
_ ceſſion, the ſame as at Whiſt, Each perſon 
has the liberty of changing as many of his 
cards as he thinks proper, or throwing up 
his hand, in order to run no riſque of being 
looed. If any perſons play their cards either 
with or without changing, and do not make 
a trick, they are, what is called looed, and | 
each obliged to put down a ſtake for the 
good of the table, to be divided amongſt | 
the winners at the enſuing deal, according 
to the tricks which arc nan by each of 
them. If, for inſtance, ſix perſons are at 
play, and each perſon puts in three ſhillings 
| when he deals, every trick is entitled to ſix- — 
pence, and whoever is then looed, puts 
down three ſhillings, excluſive of his deal ; 
ſometimes it is agreed for each perſon who 
is loved to pay the whole ſum which hap- 
| pens to be down at the time when he is 
| loved ; but this is according to agreement. 
Five cards of the ſame ſuit are called fluſh, 


and canngt be won only by another ſuperior 
fluſh, 


— - — Oo on : 


— — 
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fluſh, or, by the perſon who is elder at 
hand to the dealer. When it is played with 
three cards, palm and fluſhes are omitted. 
This is the moſt ſimple way of playing the 
game, and in general moſt money is ſported 
when it is fo played, it being more expe- 
ditious and much more lively. At half- 
crown Loo any one may win or loſe a hun- 
dred pounds in the courſe of a few hours. 

The advantages or pulls are numerous 
at this game, and ſcarce any perſon can be 
ſure of having fair play at it. If two or 
three enter into a combination, and fit 
down to play with three or four different 
perſons, the combined party mult ſtrip 
the others, without the leaſt ſeeming foul. 
play. For example, when the cards be- 
longing to the ſett of connoiſſeurs are 
dealt, the firſt, who is to change, will 
throw up, from having a very bad hand, 
and no probability of a certain trick to 
ſave himſelf ; the ſecond will ſtand upon 
one certain trick, and perhaps the third, 
who has a good hand, will alſo play his 
hand; conſequently, if between three, only 
three 
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three tricks are made, they cannot loſe, 
never running any riſqque of being looed, 
and depending upon one hand out of three, 
they reduce it to à certainty of winning in 
the long run. If one of them happens to 
have a remarkabic great hand, a ſign, 


I nich has been eftabliſhed bet feen them, 


is given, and the other two throw up their 
cards, and leave their accomplice to play 
againſt the dupes, who inevitably muſt be | 
laced... - 

When one of the accomplices gts on the 
right hand of e other, he can cut to the 
headers bridge, nch when the cards have 

been prepared in the ſhuffle, will cauſe the 
dealer to give himſelf or accomplice a 
great hand. The dealer in taking up the 
cards, or by making three or four of the 
principal ones, he can eaſily ſhuffle them 
to his advantage. Suppoſe, for example, 
ſix are playing at the three card Loo, ace, 
king, and queen of trumps being the three 
beſt cards, they mult be fixed in the man- 
ner following, in order 10 give them to 
himſelf, | 
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himſelf, making any ſmall card the trump. 
The ſmall card being fixed, the ace may 
be put over it, after which place five in- 
different cards over theſe two, in ſeeming 
to ſhuffle, and continuing to fix one of 
theſe capital cards every ſixth card, they 
mult fall to the dealer after they are cut, 
as before mentioned by the right- hand 
man: this operation is done as quick as 
thought by a dexterous hand, and ſeems 
like a very fair ſhuffle, in order to mix 
the cards. By ſhuffling properly in this 
manner, the dealer can give the beſt cards 
to whoever he pleaſes, either at the five 
card or three card Loo, 
When a good ſhuffler or operator is at 
play without an accomplice, he then can 
reinſtate them after they are cut by the 
help of the ſlip, which, when well per- 
formed, is the moſt uſeful thing that can 
be done upon the cards to inſure ſucceſs. 
When the palm and fluſh are played 
by means of the above-mentioned method, 
they can ſecure to themſelyes either one 
. or 
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or the er ſome of whom are not ſo 
dexterous as they would wiſn to be, have 
been known to take the knave out of the 
pack, and change the one that happens to 
be trumps for a low card in their hand, 
but this is reckoned paltry work, and 18 
very liable to detection. 

Playing into one another's hands-is the 
moſt cuſtomary method of defrauding at 
this game, and may be done in ſuch a 
manner as to prevent any of the company 
having the leaſt ſuſpicion. In order to ef- 
fect this without being taken notice of, 
their ſigns are ſometimes conveyed to each 
other in playing the firſt round of cards; 
ior example, by laying careletsly down. 
their hand of cards to the right ſhall de- 
note not only having a good hand but the 
ace of trumps ; in putting them exactly op- 
_ polite himſelf ſhall confirm the accomplice 
of his having two honours in trumps; and 
laſtly, by putting them towards the left- 
hand, that he has the three beſt cards in 


the Pack, all which may be done in the 
| N time, 8 


120 Annals of Gaming, 


time you are raking a Pinch of ſau, * 
or a glaſs of wine, &c. 

By theſe kinds of ſigns they can know 
every card in each other's hand, and play 
to them accordingly: it is of infinite uſe 
when the laſt player lies what is called ten- 
ace over the adverſary ; that is, if he has 
ace and queen, as he can thereby ſecure 
a trick, by having his choice with which of 
his two cards he ſhall take the trick. 

We mention this method of giving * i 
as one very often made uſe of both at whiſt 
as well as this game; but for to lay down 
any particular and abſolute method of diſ- 

covering the hand, would be abſurd, as 
we all know any men of common under- 
ſtanding may eſtabliſh ſuch ſigns as were 
never heard of before. All we can ſay in 


8 6 to ſigns at play, is, that there is no 
* 


* A connoiſſeur never is without a box of 
ſunff,, it being Saen a great help in all 
caſes "of play, and al pays 4 good thing to 
amuſe with. 
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guarding againſt them at ſome particular 
Saunen among which this is one. 

The dealer dealing himſelf or accom- 
plices more cards than he or they have a 


right to, is another method of cheating at 


this game, by which means they have a 
greater chance of holding a good hand 
and, by a dexterous way of ſecreting thole 
they do not immediately want, may play 


this game greatly in their favour a long 
time nt novices, who are not appricd 


of ſuch artifices. 


Theſe fraudulent methods of playing 


this game, would, in the courſe of time, 
ruin men of the beſt fortunes in the world; 
conſequently our intent here is to deter the 


unwary, and, as it were, open their eyes, 


by ſetting forth the deſtructive conſe- 


quences of ſuch a game, which is in itſelf 


little or no wiſe amuſing or entertaining. 
There are ſeveral other bare-faced prac- 


| tices made uſe of, ſuch as looking over 


hands, changing cards under the table, and 
often from off the table; but theſe are ge- 
nerally made uſe of by women, who, when 

55 detected, 
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detected, laugh it olf, without any fenſe of 


ſhame or diſhonour. 
After what we have ſaid late to the | 


game called Loo, we flatter ourſelves thoſe 
who have the leaſt regard for their proper- 


ty, will not themſelves be inſnared, and be- 


come the dupes of a ſet of men whoſe 
whole ſtudy is to invent new methods of 


cheating and defrauding mankind, 


ESSAY X. 


As Account of the Game of Quadrille, with 
the uſual Method of playing it ; the. Laws 
of the Game, ana a Dittionary. of the 


Terms uſed at it. To which are added the 
Methods and Legerdemains practiſed 10 


gain undue Advantages at it. 


A® the game of Quadrille is now the 


moſt faſhionable and prevalent in all 


public and eien companies, the watering 
h nes, : 
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places, A. the pana &c. we 


judged it neceſſary to lay an account of this 


game before our readers; more eſpecially 


as that publiſhed by Mr. Hoyle is very im- 
perfect, and to a mere beginner conveys 
no idea of the game. 

Quadrille is played by four perſons, with 
forty cards, which are the remains of a pack, 
after the four tens, nines, and eights are 
diſcarded; theſe are dealt three and three, 
and one round four to the right hand player; 
and the trump is made by him that plays 


with or without calling, by naming ſpades, 


clubs, diamonds, or hearts, and "bs lait 
named becomes trumps. It ould be ob- 
ſerved, that if the perſon who names the 
trump ſhould miſtake, that 1s, if he ſhould 
lay ſpades, inſtead of clubs, or if he names 

two ſuits, the firſt named ſhall be the trump. 


Tf the Value of the Cards. 


"There: E certainly nothing that embat⸗ 
raſſes the yu ſo much at firſt, as the or- 
0 2 der 
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der of the cards; ; he cannot . why 
the ſeven of hearts, or diamonds, or the 
two of f pades, or clubs, are ſometimes the 
ſecond cards of the game, and ſometimes 

the laſt: bur he will readily ſee the reaſon 


by reading, with a little attention, the fol- 


lowing tables; in the firſt of which, the 
cards are placed according to their natural 
value, and in the ear according to the 
rank they hold when trumps. 


The rs TABLE; 
In which the Cards are placed according to 
= their natural V. a. 
Hear ts and Diamond. ] Spades and Clubs. 


KING. | KING. 
QUEEN. 1 QUEEN. 
ENAVE.- - |] KNAVYE 
ATE. SEY EN. 
A SI 
THREE. 5 
FOUR. FOUR. 
FE. THREE. 
cn 4. WO.-: 
SEVEN. 1 


You 
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You fee that there is no mention made 
of the ace of ſpades or ace of clubs; the 
rcalon is, that thoſe two aces are always 
trumps, in whatever ſuit play. The ace 
of ſpades being always the firſt, and the 
ace of clubs the third trump: as you will 
ſce in the ſollowing table. 


The fecond T ABLE; 


I ES the Cards are canta according 0 
their Value when they are lrumps. 


Hearts and Diamonds. | Spades and Clubs. 
SPADIEE:: .SPADITEL. 
| The ace of ſpades, V 
M ANI I. I. MA 1 1 
The ſeven of hearts or The 130 of ſpades or 
diamonds. "4 clubs. 
B AST O. | BASTO. 
e ines. 
PUNTO 1.4 
The ace of hearts or | „ 
diamonds, FFF 
KING. | KING. 
QUEEN. + QUEE N. 


Ge KNAYVE, 


yr OI = > OP — — > > ge 
- = - = - — * — . c 
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KNAVE | KNAVE. 


. SEVEN. 
THREE... Tx: 
IR FIVE 

A | FOUR. : 
SIX. ee. 


Tou ſee that there are only eleven trumps 
in black, and twelve in red; and you ſee 
at once, that this difference ariſes from the 

two black aces, which being always trumps, 


are equally uſed in read and black, which . 


augments the red ſuits by one trump. 
The ace of ſpades is always the 6, 
and the ace of clubs the third trump; there 
is conſequently a trump between them, 
which is called Manill, and is in black the 
the two, and in red the ſeven ; which are the 
lecond cards when they are trumps, and 
are the laſt cards in their reſpective ſuits 
when they are not trumps: for example, 
the two of ſ:ades is the iecond trump 
when ſpades are trumps, and the loweſt 
card when clubs, hearts, or diamonds are 
trumps; and ſo of the rett, | 


© he 
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T bs Ponto is the ace of hearts or dia- 


monds, which are above the king, and the 
fourth trump on the cards, when either of 
thoſe ſuits 1s trumps, but are below the 
 knave, and called ace of hearts or dia- 
monds, when they are not trumps, [ 2s you 


fee in the tabte.} The two of hearts or dia- 


monds is always ſuperior to the three; the 
three to the four, the four to the five, and 
the five to the fix : but the ſix is not ſu- 
perior to the ſeven; 3 but when it is not 
trumps; for as we have ſaid, the ſeven 
then becomes Manill, and conſequently i 18 
the ſecond trump. 

There are three Matadores; Spadil, 
Manill, and Baſto. The privilege of a 


Matadore is, that when you have no other 


trumps but them, and trumps are led, you 

are not obliged to play them, but may play 
what card you think proper, provided, 
however, that the trump led 1s of an in- 
ferior rank, in which caſe you are not obli- 
_ ged to play Manili, or Baſto, even though 


Spadill ſhould have been played on the in- 


ferior trump firſt led ; but if Spadill Was 
G4. -- "ol 


P 
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led, he that has Manill or Baſto only, is 
obliged to play it; it is the ſame of Baſto 
with regard to Manill, the ſuperior Mata- 
dore always torcing the inferior. Though 
there are properly only three Matadores, 
never theleſs, all thoſe trumps. which follow 
| rhe three firſt withour 1 interruption, are like- 
| wiſe called Matadores : but it is the three 
| firſt only, that enjoy the privilege of which 
| we have been ſpeaking. You will fee the 
number of the other Matadores in the ſe- 
cond table, by the order of the cards when 
they are trumps. 
So much may ſuffice for the order of 
the cards; we ſhall now ſhew the manner 
and order that is to be obſerved in . 


| the game. 


07 the Manner of ls: Quadrille, and of 
| the Order that is to be obſerved in drawing 
for the Places, and in dealing the Cards; 
of the Stakes, and of the Manner of Speak- 
ing; of playing with Calling, and without 
Of the Beaft, the Vole, Sc. 


| Every one ſhould play according to his 
; „ dun 
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own fancy, and as he may judge Convenient 
for his game. | 


You are not to demand gane, or to en · 


courage your friend to play; he whoſe 
turn it is to Play, N to know Wet lic: 


has to do. 


It is proper to obſerve here, that! it is an 


eſtablitied rule, in order to avoid a dil- 
agreeable ceremony, that in drawing for 
places, he who comes in laſt draws Gelb; 
and ſo of the reſt. 

The ſtakes conſiſt of ſeven equal mils Þ 
or contrats as they are ſome times called: 
compriſing the ten counters and fiſhes, 
which are given to each player; each mil 
is equa] to ten ih, and each fiſh to ten 
counters: the fiſh is valued at as much or 


as little as you pleaſe ; that depending en- 


tirely on the players, who ſhould meaſure 
their game according to what they chulſe to 
win or loſe. After having drawn for the 


N Fee thi Dedtionary at the end of he game. 
+ See the Dictionary. | 
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Places, ſeen who is to deal, agreed on the 


value of the game, determined the num- 
ber of tours}, which are commonly fixed 
at ten, and are marked by turning the 
corners cf a card, he who is to deal, the 


cards being cut to him by the player on his 


left hand, deals to each player ten cards 


by twice three and once four; it is the ſame 
whether he begins with four, or gives them 


the ſecond time, that being at his own diſ- 
cretion; but he mult not deal them by one 


or two, as ſome players ignorantly pretend. 
If there ſhould be found too many or 
too few cards, or that there are two cards 


Of the ſame ſort, as two ſixes of hearts, for 


example, there muſt be a new deal; pro- 
vided it is diſcovered before the deal is 
finiſhed; for if the cards are all played, 


and you have paid, or cut for the next 


deal, it muſt ſtand good, as well as any 
preceding ones. EY, 


I See the Deck mary. 


Ther 


( 
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There muſt likewiſe be a new deal if 
there is a card turned in dealing, whatever 
card it is, as it might be of piejudice to 
him that ſhould have it; there being no 
diſcard to be made; for a ſtill ſtronger 
reaſon, if there ſhould be ſeveral cards 
urned. „ N 
There is no penalty for dealing wrong; 
he who does ſo muſt only deal again. 

After each player has got his ten cards, 
he that is on the rigbt haud of the dealer, 
after examining his game, it he finds he has 

a hand to-play, aſks if they play, or if he 
he has not a good hand he paſſes; and ſo 
the ſecond, third, and fourth. All the four 
may pals, but as there is no deal that is 
not to be played, he that has ſpadill, after 
having ſhewr or named it, is obliged to 

play, by calling a king. 
Whether the "Gel is played in this man- 
ner, or that one of the players has aſked 
leave, nobody chuling to play without 
calling; after he has named his ſuit, and 
the king he calls, the play is begun by 
bim Whois the eldeſt hand; he who wins the 
| rick 


—— 


the ſtakes. Z 
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Lt plays another card, and ſo of the reſt, | 


till the game is won or finiſhed. They 
then count their tricks, and if the ombre, 


that is he who ſtands the game, has, toge- 
ther with him who is the king called, ſix 
tricks they have won, and are paid the 
game, the conſolation, and the mata- 
dores, if they have them, and divide what 


is upon the game, and the beaſts, if there 


are any. 
But if they make only five tricks it is a 


remiſe, and they are beaſted what goes 


upon the game, and pay to the other players 


the conſolation, and the matadores. It the 
tricks are equally divided betwixt them, 
they are beaſted in the ſame manner; and 


if they make only four tricks between 
them, it is a remiſe; if they make leſs 
they loſe codill, and in that caſe they pay 8 
to their adverſaries what they ſhould have 
received it, they had won ; that is the 
game, the conſolation, and the matadorcs, 
it they have them, and are beaſted what is 
upon the game: they who win codill divice 


The 2 
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The beaſt, and every thing elſe that is 
3 is paid equally betwixt the two loſers; 
one-half by him that calls, and the other 
half by him that is called ; as well in caſe 
of a codill, as a remiſe; unleſs the ombre 
does not make three tricks; in which caſe 
he who is called is not only exempted from 
paying half of the beaſt, but alſo the game, 
the conſolation and the matadores, if there 
are any; which the ombre in that caſe pays 
alone; and as well in caſe of a codill as a 
remiſe: which is done in order to oblige 
players not to play games that are unrea- 
ſonable. There are even ſome academies 
where you mult make four tricks not to be 
beaſted alone. ne 
There * nevertheleſs, one caſe, in 
which, if the ombre makes only one trick, 
| he is not beaſted alone, and that is, when 
not having a good hand he paſſes, and all 
_ the other players having paſſed 1 k 
he having ſpadill, is obliged to play: in 
which caſe it would be 1 to oblige bim 
to make three or four tricks; in this caſe, 
therefore, he that is called pays one half 


— ͤ— m—————e_m———_—_— — - 
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of the loſings. He, therefore, that has 
ſpadill with a bad hand, ſhould paſs, that 
if he is afterwards obliged to play, by call- 
ing a king, which is called forced goal, 
he may not be beaſted alone. 
Hie that has once paſſed, cannot be 14 
mitted to play; and he that has aſked leave 
cannot refuſe to play, unleſs any one ſhould. 
offer to play without calling. 
He that has four kings may call a queen 
to one of his kings, except that which is 
trumps. He who has one or more kings, 
may call one of thoſe kings; but in that 
caſe, he muſt make ſix cakes alone; and 
conſequently he wins or loſes alone, 
It is not permitted to call the King of 
that ſuit in which you play. 
You are not to demand gano of your 


friend, nor to encourage him to play. 


No one ſhould play out of his turn, but 
he is not beaſted for fo doing. 
He who not being eldeſt hand, and hav- 
ing the king called, plays ſpadill, manill, 
or baſto, or even the king called, in order 


to ſhew that he his the friend, having other 


other 


135 
kings, that he fears the ombre ſnould trump, 
hall not be allowed to go for the vole; he 

ſhall even be beaſted, if it appear to be 
done with that deſign. 

Tou are not permitted to ſhew your 
hand, though you have already won codill; 
that it may "be ſeen whether the ombre 1s 
beaſted alone. 
If the ombre or his friend ſhew their 
cards before they have made fix tricks, 
thinking that they have made them, and 
there appears any poſſibility of preventing 
their making them, the other players can 
oblige them to play their cards in ſuch a 
manner as they chuſe. 
When you play without calling a king, 
you need only name your ſu; t. 
He who plays without calling, muſt 
make ſix tricks alone to win; for all the 
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other players tricks are united againit him, 


and they are to do their vio to F 


his winning. 


He who . without calling g is ad. 


mitted to play in preference to him who 


would play with; however, if he that has 
= aſked 


- _ : 
— I * = 
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aſked leave, will play without calling, he 
has the preference of the other that would | 
force him ; and theſe are the two methods | 
of play without calling, that are called 
forced. TT. 
He who plays withoat calling, as he 
does not divide the winnings with _ one; 
ſo when he loſes he pays all by himſelf: if 
he loſes by remiſe, he is beaſted and pays 
each of the other players the conſolation, 
the ſans appeller, (or as it is commonly, but 
improperly called the ſans prendre) and the 
matadores, if there are any; if he loſes 
codill, he is in like manner beaſted, 
and pays to each player what he would 
have received from him if he had won. 
They who win codill divide what there is; 
and if there are any counters left they be- 
long to him of the three who ſhall have ſpa- 
dill or the higheſt trump the next deal ; 
is the ſame with rezard to him who calls 
one of his own kings, he wins alone, or 
loſes alone, as in the other caſe, EXCeP: the 
ſans eller which he * not pay if he 
5 loſcs, 
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loſcs, or receive if he wins, although he 
: plays alone. 
Ile who plays ſans appeller, though he 
may have a {are game, is obliged to nane 
his ſuit, which if he acalelts- to do, ard 
ſhews down his cards, and ſays I play ſans 
appeller; in that caſe, either of the other 
players can oblige him to play in what 
tuit he pleaſes, even though he ſhould not 
| have one trump in that ſuit. 

He who has aſked leave is not admitted 
to play ſans appeller, unleſs he is forced; 
in which caſe, as was ſaid before, he has 
the preference of the other that forces 
him. EY 

| You are not obliged to trump, when 
you have none of the ſuit led, nor play a 
higher card | in that ſuit if you have it, be- 
Ing at your own liberty, even though you 
are the laſt player, and the trick ſhould 
belong to the ombre; but you are obliged 
to pay in the ſuit led, if you can, otherwiſe 
you renounce. - 
He who ſeperates a card from his game, 


4055 ſnews it, is obliged to play it, if by 
1 not | 
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not doing it; the game may be prejudiced, 
or if ir can give any intelligence to his 
friend; but cſpecially if it ſhould be a 
matidore. He who plays ſans appeller, 
or by calling himſelf, is not ſubject to this 
* It is permitted to turn the tricks mace 
(by the other players, and to count what 
has been played, as often as it is your 
j turn to play, but not otherwiſe, 5 


ö 
| He who inſtead of turning a player's 
| tricks, turns and ſees. his game, or ſhews. 
[| it to the players, is beaſted, together with 
| him whole cards he turned; each of them 


| Paying one half of the beaſt. 


it | He who renounces is beatted as often as 
| he has renounced and it is perceived. 

| - In order to make a renounce, the trick 
|, muſt be turned. If the renounce is dil- 
covered before the deal is finiſhed, and it 


has prejudiced the game, the caris mult 
be taken up again, and the game re- played 
| from that trick where the rencunce was 
| — made; but if the cards are all played, the 
j beaſt is ſtill made, but the cards mult not 
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be re- played; except there ſhould be ſeve- 
ral renounces in the ſame deal, for then 
they are to be played again, unleſs the 
cards ſhould be mixed. | 

If there are ſeveral beaſts made in the 
ſame deal, they all go together; unleſs it 
1 otherwiſe agreed at the 8 of the 
party. 
| When there are ſe vert; beaſts, the 
greateſt always goes firſt. | 

To make the vole is to win all the 
tricks, when you play fans prend : or with 
the aſſiſlance of the king you call. 
The vole is paid according as you have 
| agreed, and only takes up what is upon 
the game; having nothing to do with the 
beaſts, which do not go. | 
The vole is nadercalien when playing 
either with or without calling, aſter having 
won the firſt ſix tricks, you P' down a 
card. If you you loſe the vole, you pay 
what you would have received if you had 
won it. | | | 
He or they, 5 having undertaken the 
vole, don't make it, draw the ſtakes, and 

- 80 


ciſe] y determined. 
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are paid the game, the conſolation, the 


ſans prend, if it is one, and, the mataciores, 
if there are any. 


Although the vole is undertaken, it is 
not permitted, as it is at e to ice One 


_ friend's hand. 


The vole cannot be undertaken, if the : 


king called has not been played. 


He who plays forced ſpadill, can't pre- 


tend to the vole : when the vole is under- 


taken, it is then above all times that {ence 


| ſhould be obſerved. 


Nothing muſt be ſaid or done, that can 


in the leaſt induce the fliend either to un- 


dertake or to deſiſt from the vole; you 
are only to wait till he who 1s to under- 


take it either plays a card or throws down 
his game. 


You have here the manner in general wn 
playing the game; and you will find in 
the table of laws, at the end of this trea- 
tiſe, theſe matters, more fully explained, 
to which therefore you will have recourſe, 
iu ſuch points, as may not be here, pre- 


Let 
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Loet us now ſee the manner of marking 
and paying the game. | 


of the Manner of Marking, and Pini 


the Game. 


He who deals marks the game, by 
placing a fiſh before him. Each of the 
players puts down a counter every deal, 
which are paid to them that win, with the 
conſolation ; and theſe counters are added 
to the beaſts that are made. 5 
If there is a beaſt it goes with the ſtake, — 
and the game that each player pays; he 
that deals, nevertheleſs, puts down a fiſh 
before him: ſo that the firſt beaſt being 
fourteen, as it alwa ays 1s, the ſecond mult 
be forty two, and the third fifty-lix ; for 
one beaſt made on another cannot be more 
than fourteen points; which is the number 
by which the game is augmented; that is 
ten for the fiſh, which every dealer puts 
down, and four for each player's counter; 
unleſs the game is doubled, as is the caſe 
when the: firſt beaſt made, is drawn by 
remiſe; 
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remiſe; chat f is fourteen, and the ſecond 
is forty-two. 

If the deal in which the firſt beaſt is 
made, is drawn by codill, the ſecond beaſt 
can be only twenty-eight, for the fourteen 
that the codill has drawn is not to be in- 
cluded ; as no one can loſe more at this 
game than he may win. 

The game, as we have ſaid, is a counter 
for every player every deal; ſo that if there 
are ſeveral remiſes, there will be as many 
counters as there are remiſes; which thoſe 
| that loſe pay, either to them that win, or 
l to them by whom they have loſt codill : 

for when it is only a remiſe, the game is 
not touched, and they pay only the con- 
ſolation, the Waragares, 4 and the ſans prend, 
it it is one. 
0 The conſolation is two counters, which 
are paid to him or them that ſtand the 
game, if they win, or is paid by them if 
they loſe, whether it be by remiſe or codillʒ; 
the matadores are in like manner paid a 
| counter for each matadore. 


— 
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Although chere are properly only three 
ae Big which are ſpadill, manill, and 
baſto, yet their number is augmented, ac- 
cording to the number of trumps that 
follow them without interruption; and 

they are paid a counter for each, as well in 
winning as loſing. 8 

The ſans prendre is communi paid the 
half of what is fixed for the vole ; fo that 
it is five counters, which thoſe that loie 
pay to them that win ; or he that loſes, to 
them by whom he loſes ; whether it be by 
0” or codill. 

Obſerve that the ſans prendre, and the 
matadores are to be demanded before the 
cards are cut for the next deal; or other- 
wile they are loſt, except in the caſe men- 
tioned in the deciſions : ſee the article of 
fans prendre and matadores. 
T he beaſt, the game, and the conſolation 
are not confined to time, but may be de- 
manded ſeveral deals after; however, you 
cannot recall any miſtake that may have. 
been made in counting the beaſts, if the 
deal, after that in which the miſtake was 
Ho made, 
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made, is Eniſhed. See, in the deciſions, 


the article of the beaſt. 8 

They who win codill, receive what they 
would have paid if they had loſt it. 

The winners of codill, divide Wonen 


them what is upon the game. 
The vole is paid by a fiſh, equal ir in 


value to ten counters, either to them that 


win it, or by them that have undertaken it, 
do not make it, and it is paid double to him 
or by him who wins or loſes it, when he 
plays ſans appeller. The matadores, the 
ſans appeller, and the reſt of the game, is 


a as uſual. 


The laſt tour is commonly played double, 
unleſs they agree to play ſingle : to play 


double, is to put down double, and to pay 


double for the game, the conſolation, the 


matadores, the ſans prend, and the vole. 


Each player pays a fiſh, towards the 


expence of the cards. 


Thoſe who love to play high, may awe: 


play the double game, which will make a 
very conſiderable Augmentation 1 in the beaſts 7 


and the Bame. 
The 
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The Laws of wo nh QUADRILLE. 


J. The cards are to be dealt by fours 


and threes, and no otherwiſe: and the 


dealer is at liberty to begin by four or 
three: if in dealing there ſhould come one 
or more faced cards, there mult be a new 


deal. 


II. IF there are two many or two few 
cards i in the pack, there mult be a new 


deal. 
III. If there are two cards of the fame 


ſort, and it is perceived, before the deal is 


finiſhed, it becomes void; but if all the 


cards are played, it ſtands good, as well as 
any preceding ones. 1 


IV. He who deals wrong, deals 2gain, 


and | is not beaſted. 


V. If he who plays either ſans 86 


or by calling, names another ſuit than that 


in which his game is, or if he names two 


ſuits, that which he named firſt mall be 
trumps, and he cannot recall it. 


CC 
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VI. The player is to name the ſuic he 
plays i in, by its proper name; as well as 
the king he calls, 

VII. He who has paſſed cannot ha ach- 
mitted to play, unleſs he plays forced ſpa- 

ill. 

VIII. He who has aſked leave 1s obliged 
to play. 1 

IX. He who has aſked leave cannot 
play ſans prendre, unleſs he is forced to 
= Ws | 
| X. He who has aſked leave is permitted 
to play ſans prendre, in preference to the. 
player that forces him. | 
Kl. He who has four kings, may call 


the queen to one of his kings. 
1} XII. You cannot call the king or the. 
queen of the ſuit that is trumps. 

0 XIII. He who has one or more kings, 
I may call one of them, and in that caſe he 
| ö is obliged to make ſix tricks alone, to win: 

| ; if he wins, he has all the winnings to him- 
. elf; and if he loſes, he pays all by Rm” 
Ih lf. 


XIV. You | 


1 
B 
« 
"I 
St 
. 
7 
4 
fx 
35 
= 
Dc). 
>: 
— 
= 
RN 
N 
2 
2 
SH 
LS 
4 =. * 
- 
* 
Eg 
Wa 
2 
* 
We 2 
7 
. 


Annals of Gam: . 147 


x1V. You are not to demand gano Of 
your end, nor to menen him to 
play. 
5 No one al: play out of his 
turn; but he is not beaſted for ſo doing. 
XVI. Nevertheleſs, he who not being 
7 eldeſt hand, and having the king cal 
ſhall trump out with Tſpadill, manill, or 
baſto; or ſhall even play the king called, 
in order to ſhew that he is the friend; ſhall 
not be allowed to go for the vole; he ſhall 
even be beaſted, if there appears a mani- 
feſt bad intention in his ſo doing. | 
XVII. He who has ſeparated. a card 
from his hand, and has ſhewn it, is obliged 
to play it; if by not doing it the game 
may be prejudiced ; or if it can give any 
information to his friend; eſpecially if it 
ſhould be a matadore. He that plays ſans 
prendre, is not ſubject to this law ; nor he, 
who calling himſelf plays alone. 
XVIII. He who has none of the ſuit led, 

is not obliged to trump, nor to play a 


higher card in that ſuit, if he has it. 
H 2 = XIX. It 
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XIX. It Is permitted to turn the tricks 
of ihe other players, in order to > ſee what 
has been played. 

XX. You ace to turn the tricks, 
count aloud what has been played, 595 
when you are to play, as each player ſhould 
count his own game. 

XI. He, who inſtead of turning th 
tricks of one of the players, turns and 5 
his game, is beaſted, together with him 
whole cards he has turned, each paying one 
haif of the beaſt, _ 
XXII. He who renounces 15 heatied: as 
often as he renounces, if it is diſcovered 
in the play; but if the deal is finiſhed, and 
the cards are mixed, he makes but one 
beaſt, though he ſhould have renounced 
ſeveral times. 

XXIII. To make a renounce the trick 
muſt be turned; or he that renounced, 
muſt have played a card for the next trick; 
other wiſe he may take it "el without _ 
penalty. 

XXIV. If the renounce is otejudlicial to 
the game, and the deal is not finiſhed, the 

cards 
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cards may be taken up, and played over 
again, from that trick where the renounce 
was made; but if the deal is finiſhed they 
cannot be played over again, 
XXV. He who having aſked what i; 
trumps, ſhall trump in that ſuit which is 
named, although it is not trumps. is ner 
beaited. . | 

XXVI. He who trumps in a fait tliat s 
not trumps, without having aſked what 
is trumps, and has turned the trick, us 


beaſted. | 


XXVII. He « ho ſhews his hand before 


the game eis won, 5 beakked, unleis | ne Plays 
ſans prendre, or alone, 

XXVIII. Several beaits made in the 
lime dcal go togeth zer, unleis it is other— 


wile agreed, 


XXIX. The oreateſt beaſt always goes 


firſt. 
XXX. The three matadores cannot be 
forced by an inferior trump. | 
XXXI. The ſuperior matadore forces 
the N When it is play ed by the grit 


player. : 
H 3 XXXII. The 
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E XXXAT. The ſuperior matadore docs 
not force the inferior, if it is played on any 
mfcrior trump that was ſirſt led. 

XXXIII. The matadores and the fans 
prendre, cannot be demanded after the 
cards are cut for the next deal, unleſs by 


deſign the cards are ſhuffled and cut fo 


haſtily, that there was not time to demand 
them; in which caſe, if there is nothing 
received for the game and the conſolation, 
by any of the players; the player has a 


right to demand the ſans prendre, and the 


matadors, with the game that is due to 
him; but if it is he himſelf that has cut 
or dealt the cards, he cannot recover them. 

XXXIV. If he who plays ſans prendre 
with the matadores, demand one without 


demanding the other, there is no more due 


to him 0 he demands. 

XXXV. He who demands the ores 
which he has not, inſtead of demanding 
the ſans prendre; or he who demands the 


ſans prendre inſtead of th: matadores ; can- 


not inſiſt on being paid what is really due 


to him; for this game requires a preciſe. 
explanation 
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explanation. He who plays wah calli Ing, 
is not included in this diſtinction. 
XXXVI. If one of the two players las 
been payed the matadores, the other has a 
right to be paycd them, thongh he has 
not demanded them. 5 
XXXVII. The matadores are not Paid 
but when they are in the hands of thoſe 
who ſtand the game, together or ſeparately. 
XXXVIII. He who plays fans prendre 
1s obliged to name his ſuit, although he 
has a ſure game. 
XXXIX. The game, the ſtake, the con- 
ſolation, and the "bealty; are not conſined, 
for they may be demanded ſeveral deals 
afterwards. 
XL. No miſtakes that have been made 
in counting the beaſts can be recalled, after 
the next deal to that in which they were 
drawn. . | 
XII. He, or they, who ſtand the game, 
and win all the tricks, are Pai what is 


| agreed on for the vole. 


XIII. The vole does not ai the benſts 


which do not go upon the game. 
, 7 XIII He 
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XLII. He who does not make the 
vole when he has undertaken it, pays what 
be would have received, it he had won it. 

XLIV. The vole is undertaken, when | 
after making the firſt fix tricks, whether 
the game is played alone, or by calling a 
bing, a card is played for the ſeventh 
. „%%% 
XLV. When the vole is once under- 
taken it cannot be declined. 

XLVI. He who ſpeaks in the play to 
encourage his friend, cannot pretend to the : 
vole. 

XLVII. He who ſays any thing to make L 
him decline it, is to be beaſted. 

XLVIII. It is not permitted to inform 
your friend who is to Play, that you have fix 
. | 
XLIX. They who defend the poule, 
cannot communicate their game to each 
other, though the vole is undertaken; and 
neither the one or the other ought to lay 5 

any thing that may intereſt the game. 
L. He who has been forced to play with 


ſpadi), cannot pretend to the vole. 


LL. The 
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LI. The vole cannot be undertaken be- 
fore the king called has appeared. | 
- JH, Ii the wo called has not ap pear- 
ed, you may play on to the laſt card, with- 


Os incurr ing the penalty for milling tie 


vole. | 1 
LIII. They who make the vole, with- 
out having ſhewn the king, ſhall not be 
paid for it, although the qucen has been 

played, and has wor a trick; as it may 
happen, that he who has the king, has worn 
by miſtake, or being willng to make the 

impaſſe“; the queen not denoting the 

king. = „„ 
LIV. They who having undertaken rhe 
vole do not make it, win neverthelets, the 
game, the ſtake, ard tlie beaſts, i there 
age any that go on the game, and are paid 
the gamt, the conſolation and the mata 
dors if they have them, as well as the lans 
prendre. „„ 5 
LV. They v tho admit the contre at qua- 


8 drille, give it the preference in play, t 
* ele Diftonary. 


43 5 | him 
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him who being eldeſt band, offers to play 
lans prendre. e | 
"EVI... He, Who playing ſans prendre, 
goes for the vole, and loſes it, pays to each 
one what is due for the vole; and is not 
paid, either the ſans prendre, or the ma- 
tadores, if he has them, or even the con- 
ſolation or the game, nor does he draw the 
ſtake; but he is not beaſted, unleſs he loſes 
the. game; ior in that caſe, beſides the vole, 
he is to pay to every player what is due for 
the game, and 3 OT what js on the 
game. 
LII. He who ſtands the game, and 
does not make three tricks, or four, as 18 
agreed, is beaſted alone, and pays alone 
all that is to be paid. And if he makes no 
trick, he pays beſides to his two adver- 
ſaries, what is due for the vole, but not to 
his friend, leſt that advantage ſhould induce 
the friend to play againſt him, inſtead cf 
ſupporting. him, WREN the game is de- 


ip: rate. 
LIII. When you 1 he roi rendu, 


he chat receives him, is obliged. to make 
ſix 
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fix tricks alone to win; for the reſt, he 
wins or loſes for himſelf alone. 

LIX. If any player refuſes to finiſh the 
party he has begun, he mult pay all that is 
Joſt upon the game, and the cards. 

LX. But if it is to attend ſome affair of 
importance, the party may be put of, by 
waking a minute of the ſtate of rhe game; 
with the conſent of the other players. 


The Game of QuabRII IE, with the Me- 
___ diateur, and the Favourite Suit. 


Thoſe who are accuſtomed to play much 
at Quadriile, have frequent occaſion to ob- 


ſerve the great inequality that is in the 


game; the advantage of him who is eldeſt 
hand depriving the others of the liberty of 
playing, even when they have a good hand, 
_ unleſs they will play alone, It happens 
very often, for example, that the eldeſt 
having aſked leave, the ſecond player has 


three matadores, five trumps in black, and 


all ſmall cards: in this caſe he cannot play 
alone, and as he has nc chance of being 

8 25 n 
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called, it is very diſagreeable to be obliged 
to paſs with a good hand: in order, there. 
fore, to correct this inequality in the game, 
each player by this method has an oppor- 
tunity of availing himſelf of the goodneſs of 
his game, by adding to the common method 
of playing Quacrille, that of the mediateur, 
and the favourite ſuit, which has rendered 
the game abundantly more diverting and 
incereſting. 


Of the Manner of A for Ihe Places | 
43 the Mediateur, = 
You take four cards; a king, a queen, 
a knave, and an ace, of which cach player 
draws one; and commonly he who comes 
in laſt, draws firſt : he who draws the King 
places himſelf where he pleaſes, the queen 
fits at his right hand, the knave next the 
queen, and the ace on the left of the king, 
in order to give him the hand. He who 
has the King draws the favourite fait, - 


The Rules * 40 Game. 


This new manner of playing the game 


differs in nothing from the common one; 
chere 


. * 4. 4.6 * * Pp edit * 4 7 
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there are the ſame number of players, aud 
the ſame number of cards. 


To know the favourite ſuit : before the 
party is begun, there is a card drawn from 


the pack at a venture, and that card deter- 


mines the ſuit: for example, if a heart is 


drawn, hearts are the favourite ſuir, and 
remain ſo during the whole Party, and ſo 


of the reſt. 


The mediateur is a king, which one of 


the players demands of the others, when 
having a hand by which he expects to make 


five tricks, he can, with the aſſiſtance of 
the king, play alone, and make fix tricks; 
he who ſtands the game, g:ves to him from 


whom he received the king, ſuch card of 


his game as he thinks proper, and a ſiſn; 
if it is in the favourite ſuit, two fiſh. 


The advantage of him who aſks, by call- 
ing in the favourite ſuit, is to have the pre- 


ference to him who alks by calling in any 


| other ſur. 


He who aſks wh the mediateur, has the 


preference to him who aſks by calling in 
the favourite ſuit; in which caſe he is ob- 


liged, 
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| liged, by playi ing > alone, to make fin tricks 
to win. 
He who aſks with the mediateur in the 65. 
vourite ſuit, has the preference to him who 
aſks with the mediateur in any other ſuir, 
and in that caſe is obliged to play alone, 
and to make fix tricks, 
He who plays ſans prendre in any other 
ſuit than the tavourite. has the preference 
to him who aſks only, or with the media- 
teur, or even he how would play in the fa- 
vourite ſuit with the mediateur. Laſtly, 
the ſans prendre in the favourite ſuit has 
the preference to all other players ; for he 
who aſks only, cr with the mediateur, or 
the favourite with the mediateur, or would 
play ſans prendre in any other ſuit, is ob- 
liged to give place to him who plays rn 
prendre in the favourite ſuit. 5 
With regard to the manner of playing 
Quacriile Sth the mediateur and the fa- 
vourite ſuit, it is the fame as commun 
Quadrille, as well when you ask by calling 
a king, cither in the favourite ſuit or in 
another ſuit, or that you play ſans prendre 
7 in 
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in the favourite or another ſuit: the only 
difference is, that when one of the players 
demands the mediateur, in that caſe he is 
_ obliged to play alone, and to make ſix 
tricks, as if he had played ſans prendre. 
Thoſe who are verſed in the play of the 
game of Quadrille, will readily determine 
"hou the ſtrength of their game, whether 
they are able, with the aid of the king 
they ask, to Pay: alone. 


Manner of playing uad lle, with the Me- 
diateur, and Winden the favourite fit 47 
This game is maſked and lived? the | 
ſame as common Quadriile, Except that a 

fiſh extraordinary is given to him who plays 
the mediateur, and to him who plays fans 

prendre: that is, he who wins the media- 
teur receives thirteen counters from each ; 
and if he loſes by remiſe, he pays twelve 
to cach, and thirteen if by codille. He 
who wins ſans prendre, receives ſeventeen 
counters from each; and if he loſes by re- 
miſc, he pays ſixteen to each, and if by 
codille, ſeventeen, _ 
„ Eno The 
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The vole with the mediateur is paid as 


are alfo counted as at common Wadrille; 


Jans, you may double the game. 


double of the favourite ſuit; and to this 
you may {till add the Accoſade, to aug- 
ment the game; and that is, when the two 
aces are to be found in the ſame hand; 


ever ſum the players think proper to agree 
; ON. | | 4 


Of Solitaire ©undrille. 


This game, which is played at many 
houſes, is called ſolitaire, becauſe you are 
obliged to play alone without calling. 

If it happens that neither of the four 


ſtrong enough to demand a mediateur, 


at common Quadrille; that is, he who 
makes it receives one fiſh only: the beaſts 


and the laſt game, which is called Pou- 
Note, If you chuſe to play a higher 


game, you may play the double colour, 
which is called the Turk, and is paid the 


and to him that has them, is paid what- 


players has a ſans prendre game, or is - 


4 
5 
Wo 
> 


They 
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they are thick obli, Zed to paſs, ſs they can- 

not have recourſe to ſpadill, as at common 
Quadrille; and the two fiſh are left on the 
board, and he who deals next, puts down 
two more, and fo on, till one of the players 
has a hand to play ſans prendre, or with a 
mediateur, &c. With regard to the beaſts, 

they augment by twenty-eight counters 
above what is on the babe ande on the 
double povlans by fifty. ſix, 


Of ihe Mebiatear 8 Selitare, by Three. 


This game, which is played for want of 
a fourth perſon, is not the leſs entertain- 
ing; and is played. in the following man- 
ner. | | 

I. You throw out ten cards, which are 
nine diamonds and the ſix of hearts, and 
leave the king of diamonds; by this means 
you can play in the four ſuits, though ere 
is one almoſt excluded: for example one 
of the players having the two black aces, 
with the kings, can play in diamonds, he 


will conſequentiy have all the matadores; 
Which 
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which are to be paid him as at the media» 
teur by four. | 

So again, he who can. play by deman - 
ing a mediateur, may aſk the king of dia- 
monds, as it is left in the pack, in order to 
make the gane as s diverting as when played 
by four. 

II. This game is marked as at the media- 
teur; that is to ſay, he who deals puts 
down two fiſh before him, and you do not 
play by calling, nor have recourie to ſpadillʒ 
for if you have not a hand to demand a 
mediateur, or play ſans prendre, you muſt 
paſs; and then he who deals puts down 
two fiſh before him, and you go on till one 
of the three plays; on which account it is 
called ſolitaire, ſeeing that 125 always play 
alone. 

III. With regard t to the manner of 8 
ing the beaſts, you muſt obſc rve the table 
n given for the common meciateur 5 
four; the only difference is, that the beaſt 

made by remiſe is augmented by as many 
counters as there have been pailes at the 


game; whereas that made by codill, is of 
n 
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no more counters than at the common 
mediateur by four. 

As by this method you play one deal 
leſs every tour, it is more <ligible to play 


twelve tours than ten, before the repriſe 


or party is finiſhed. For the reſt, you fol- 
low at this game the laws of the meciateur 
by four. 

Theſe being FA general rules for play- 
ing the game at Quadrille, it is obvious 


that thoſe who poſſeſs moſt frequently ſpa- 


dille, manille, and baſto, the three mata- 


dores will be the greateſt winners; therefore 


the connoiſſeur at this game will endeavour 


to ſecure. theſe cards in particular. He 


can ſhuffle them in ſuch a manner, that 


they will be cut to the dealer from his left 


hand player (as the cards are dealt the con- 
trary way to what they are at whiſt) if he 
is in league with him; but if he has no 

confederate, the ſame eſtect will be pro- 
duced by the ſlip, if he be any way dex- 
trous at it; for at this game it does not 
require ſo moch addreſs as at whit (there 


being fewer cards in number, and of courle 


the 
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the bulk of the pack diminiſhed) by ſhuf 
fling theſe three cards at bottom; but if 
he cannot lay hold of them all, two, or 
even one, mult inevitably prevail in the 
long run. In cafe of a confederacy, ſigns 
and tokens may be eſtabliſhed, lo as to 
know every material card in each other's 
hand, and thereby favour be ſhewn to pats 
or not, plays a fans prendre, or for a vole, 
as occaſion may require, When there 8 
no confederacy, a {ſingle connoifſeur will 
mark the cards, know all that are materia}, 
and thereby ſhuffle them to bimſelf by the 
flip, or the help of a more ſimple ma- 
neuvre, which I have known frequently 
ſucceed: this is by drawing off the lower 
parcel cut from firſt, and then placing the 
other upon it, by which means the cards 
remain in the fame ſtare they did before 
they were cut. This, when the cards are 
1 ſnuffled by the aid of being mark 
ed, produces all that is required. 

This game is moſt commonly played by 
the ladies, yet I am _ to ſay, that their 


tables are not intirely k free from the decep- 
ä tions 55 
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tions J mentioned, though it mult be 


owned, they ſeldom extend their manauwres 


beyond favouring one another, or making 


figns. I know however a lady who is a 


. great Quadrille player, who can ſecure the 


matadores, and perform the flip equal to 


Jonas. The great ſtroke the ladies at- 

tempt is, in keeping the pool, when, by a 
very eaſy legerdemain, they can ſerve them- 
ſelves to as many lh as they PRO 


4 Dictionary of the Terms of be Cæme of 
N Qu adrille. 


To A S K LEAVE, 
S at Quadrille, to alk leave to play, by 
calling a king. 


BAS TO. 


That! is the ace of clubs, which is always 
the third trump. . 


BEAST. 1 
Is a penalty at the ſame game, which 


conſiſts in paying as many counters as there 
are doun; mand is incutred either by re- 
nouncing 
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nouncing, or by ſome other fault; or by 
not winning, when you ſtand the game, 
which is called making the beaſt. 


c H EVIL LE. 
Io be in Cheville, is to be between the 
eldeſt hand and the dealer. 


c O D 1 . 
Is at the game of Quadrille, when thoſe 
who defend the pool, make more tricks 
than they who ſtand the game; the former 
are ſaid to win Codill, and the latter to 
loſe it. 


i O N 8 OLATIO N. 
| Is a claim of the game, which is always 
paid by thoſe who loſe to thoſe who win; Ss 
whether by Codill or Remiſe. 


D EVO L E. 
Is when he who ſtands the game makes 
no trick. 


DOUBLE. 
T 0 play double i is, to pay the game and 
the ſtake double, as well as the conſola- 
| tion. 
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tion, che ſans prendre, the matadores, and 


devole. 


FORCE: 


The Ombre is ſaid to be forced, when 
you play a ſtrong trump to weaken him, 
if he over-trumps; he is likewiſe faid to be 
forced, when he asks leave, and one of the 


other players obliges him to play ſans pren- 


dre, or pals, by offering to play ſans pren- 


; dre. 


FRIEND 


1 at Quadrille, the player who has the | 


king called. - 

INPASSE. 

To make the Inpaſſe is, when being in 
Cheville, you play the knave of a ſuit, of 
| which you have the king. 5 


M A N ELL 
18, in black the two of ſpades or clubs; 
and if in red, the ſeven of hearts or dia- 
monds, oorgung. to the ſuit in which you 
play, 
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play, and 1s always the ſecond 2 at 
the game. 


MARK. 


The came is marked by the fiſh, which 
they who deal, put down at Qacrille. 


M AT: AD 0 R E 8. 

| There are three matadores, viz. Spadill, 
| Manill, and Baſto, which are the three firſt 
trumps: their number is augmented 8 
cording to the number of trumps that are 
joined to them, without interruption : when 

Spadill is wanting to make the number 
compleat, they are called falſe matadores. 


MILLE. 
Is a mark of ivory, which is ſometimes 
uſed and ſtands for ren fith. 2 


OMBRE. 


Is the name given to him EI ſtands the 
game, either by diſcarding or playing fans 
prendre at Ombre; or by calling or play- 
ing ſans appeller at Quadrille. To be with 


the Ombre, is to have the king called. The 
game 
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game of Quadrille is likewiſe called Om- 
bre vy four, and quintille Ombre, by five. 
PAR 3 
Is the duration of the game, according 
to the number of tours that are agreed to 
be played: it is allo called repriſe. 


EF ACC 


Is the term that is uſed, when you have 


not a hand to play; you then fay, pals. 


PONT O. 


Is the ace of diamonds, when diamonds 
are trumps; or hearts, when they are 
trumps; and is then the fourth trump. 


POUL. 


© The poul conſiſts of the fiſhes, which | 


are ſtaked for the deals; or the counters 
which are put down by the players; or the 
beaſts that go on the game. To defend 
the poul, is to be againſt him who ſtands 
the game. The ety poul, like wiſe ſigni- 
fies a certain number of counters, ſuper- 


numerary to the cards, when the tours are | 


; fiiilhed, 
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finiſhed, and you play after the tours are 
finiſhed. 


> PREISE 
Is the number of fiſh or counters that 
| are given to each player at the beginning 
of the _ 


n K E 
Is the order that is obſerved at the game; 
it is called at Quadrille, being in regle, 
when the Ombre trumps the return of the 
king called. 


RE 
Is, at Quadrille, when they who ſtand 
the game, do not make more tricks than 


they who defend the poul; and they then 
loſe by remiſe. 


RENOUN CE. 


Is not to play i in the ſuit led, when you 
have of it: it is alſo called a renounce, when 

not having any of the ſuit led, you win 
with a card that is the only one you have 


of Sant ſuit, in which you play. 
R E P R 18 E. 


8 


Anal. of Gaming. 


REP R SK. 
15 the ſame as party. 


REPOR 1 E. 
be the fame as remile, 


RO Y RE N D 11. 
That is, the king given up; and is the 


method of playing Quadrille, when the 


king called being given up to the Ombre, 


he is with that to win the gone! alone. 


3 * 
Is the ace of ſpades, which is Hon the 


| firſt TR 


FORCED SPADILL. 


18 at Quadrille, when he who has it, is 
obliged to play; z all the other "PIO ha- 
ving paſſed. 


SAN 8 A PPELLER: 
That is, without calling; and is at Qua- 


85 


drille, when you play without calling a 
king. 


I 2 SANS 


GR 
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SANS PRENDRE. 
This term is uſed at Quaadrille, though 


improperly, and then ſignifies the lame as 
{ans appeller. 


FORCED SANS PRENDRE. 
Is, when having aſked leave, one of 


the players offers to play ſans prendre, in 
which caſe you are obliged to play fans 


Prendte, or to 2 8 


TEN AC k. 


To be in tenace, is to wait with two 
trumps, that you muſt neceſſarily make 
when he that has two others, is obliged to 
lead; ſuch are the two black aces, With re- 


gard to manul and ponto. 
＋ OURS. 


Are the counters, which they who win 


by ſtanding the game, put down to mark 
the number of coups played; by which 
the duration of the party is determined. 
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ESSAY XL 
Containing the Method of playing the Came 


of LOTTERY, /o much in vopne at liatb, 
ang the Iratering-places. Tepetier with 


all the arlifices ænd legerdemains, thats 

are Frequenliy intreduced at this Game, in 

order to defraud, even at the roms, 6s 
| Experience Pas often teſtified, 


ON all the games on the cards, Lottery 


15, without doubt, the molt amuſing, 
and the game of the greateſt commerce. 
A great excellence of this game is, that it 
is moſt agreeable when there is a great 
number of players; for it may be played 


by tep, twelve, or more; but not well. 


with leſs than four or five players. 


They play with two entire packs of cards, 
one of which ſerves for the tricks, and the 


other for the lots or prizes. 


Each player ſhould take a certain num- 


ber of counters, more or leſs, that, and 


their value, depending on the will of the 


players. . „„ 
3 | 1 1 : Theſe 
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Theſe points being ſettled, every one 
gives the counters he has, for his ſtake, and 
being put all together into a box or purſe, 
on the middle of the table, they compoſe 
he fund of the Lottery, 

The players being all ranged round the 
fable, two of them take the two packs of 
cards, and as it is of no imporance who 
deals, as there is no advantage in being 
eldeſt or youngeſt, the cards are commonly 
preſented, in compliment, to ſome two of 
the players. 
The dealers, after well ſhuffling the 
cards, and having them cut by their left- 
hand neighbours, one of them deals a card 
to each player, and all theſe cards are to 
remain turned, and are called, the Lots: 
each player then places on his lot what 
number of counters he thinks proper: they 
ſhould obſerve, however, to make them 
one higher than the other, that there may 
be as few as poſſible of the. ſame value. | 
The lots being thus prized, he who has 
the other pack, deals likewife to each player 


one card, which are called, the Tickets: : 
each 
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each player having received his card, the 
lots are then turned, and each examines 


whether his ticket anſwers to any of the 


lots; for example, if the lots are, the knave 
of clubs, the queen of hearts, the ace of 
ſpades, the eight of clubs, the ſix of dia- 
monds, the four of hearts, the three of 


ſpades, and the two of diamonds; he, or 
they, whoſe cards correſpond to any of 


thoſe, take up the lot or prize that! is mark- 
ed on that card. = : 
The two dealers then collect thoſe cards 


that belong to their reſpective packs, and 


after having ſhuffled them,. deal again in 
the ſame manner as before, the lots being 


laid down and drawn by the tickets, in the 
manner we have juſt mentioned; and ſuch | 
lots as remain undrawn, are to be added to 


the fund of the lottery. 


This buſineſs continues till the fund i is 


all drawn out, after which, each player ex- 


amines what he has won, and the ſtakes are 


paid ia money, by him who drew the lot- 
tery, whoſe buſineſs it is to collect and di- 
vide it. 


14. If 
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If the party ſhould laſt too long, inſtead 
of giving only one card to each, for his 
ticket, you may give two, three, or even 
four, one after the other, according as you 
have the party continue: the increaſing the 
value of the lots hkewile, helps greatly to 


ſhorten the party. 
This game is highly 4 and af- 


ſords an uncommon pleaſure; and as it is 


attended with no difficulty, it cannot but 
be agreeable ; for even thoſe players, whoſe 
vivacity prevents them from giving the leaſt 
attention to their game, may here play 
without any diſadvantage, as it is altoge- 
ther a game of chance, and where no great 


risk is run, the loſs being always confined 
to a certain number of counters. 


Although the game of Lottery has all 
the appearance of a fair game, and a game 
of chance, yet there are many ways of 
cheating the unwary. The connoiſſeurs 
never deſire to play at any game ſooner than 


| thoſe that go under the denomination of 


chance. The advantages that may be taken 
at this game are various. For example, 
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when the dealer takes the cards, in order to 
place the lots, he can diſcover to an ac- 


complice one or more of the above cards, 


by raiſing the card or cards the leaſt degree 
higher than uſual. One is ſufficient to be 
known, and the accomplice, who is to diſ- 
tribute the tickets, by the help of a little 
legerdemain in ſhuffling, can fo fix the 
ſimilar card as to give it to whom he plealcs, 
after being cut ane Nipr into their original 
Nate. If he can dilcover more than ont, 
the ſooner thote in the 3 nation can ef— 


fe& their purpoſes. If the dealer is not 


very expert at the ſlip, he 8 palm the 
cards to anſwer the ſame purpoſe. This is 

done by ſnuffling two or three cards fimilar 
to thoſe that are made lots or prizes, to the 
top of the pack, and then wat before tity 
are cut, ſecuring theſe three principal cards 


in the hand, ready to be joined to the par- 


cel which i; to go uppermoſt: by  thele 
means, a prize. card may de given to any 
three perions he thin ks lit. | 
theſe. perſons are ſcated, the deater mull 


e . 1 3 A 1 ; P ——_ „ - pH 85 
nee Fiat. 185 inſert O1 fix ben! 
8 ; 0 


- de a 
make me cards; 


Mos 


178 Annals of Gaming. 


in ſuch a manner, that in giving the prize 
cards, they will come to thoſe for whom 
they are intended. Another method may 
be uſed inſtead of palming, which is to 
make a bridge or niche before the cards 
are cut, ſo that when the accomplice 
cuts into this bridge or niche, they muſt 
inevitably anſwer in giving them about. 
The moſt certain and eaſy way is that of 
marking in each pack as many fimilar cards 
as are thought neceſſary, three or four are 
ſufficient ; when this is done, the perſon 
who deals makes theſe cards the prizes or 
lots, which is eaſily done by ſhuMing, cut- 
ting, or ſlipping ; after which, one of the 
accomplices is ſuppoſed to give out the 
tickets, which in doing, as he knows them 
by their marks, he can anlly ſhuffle them, 
in order to give the ſimilar cards to whom he 
pleaſes. The fraudulent part of this game 
is generally effected by combination, which 
makes it difficult for any one perſon to have 
an advantage without an aſſiſtant : however, 
there are even ways to ſecure the prizes, or 
at . to make a certainty of winning 

- when 
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Vvphen one perſon only | is concerned, and is 
to diftribute the tickets. Having marked 
the cards ſo as to know them particularly, 
he muſt take notice of thoſe laid down for 
prizes, and perceiving ſuch card or cards 
as are known by his mark, he muſt inſert 
or fix the cards intended for lots, in ſuch a- 
manner as to ſecure a prize to himſelf, It 
is requiſite here, that he ſhould be maſter 
of the ſlip, or palming, for it muſt depend 
totally upon one or the other, nobody be- 
ing placed either to cut to him, or to aſſiſt 
him in any reſpect whatſoever. 

There is a more {imple method of playing 
this game, which makes it much eaſier to 
gain the aforeſaid advantages, This is, 
when the dealer gives out thoſe cards in- 
tended for prizes, which conſiſt of ſuch a 
number only, two, three, or four, fo that: 
theſe cards may be much more eaſily kown 
by the means we have already mentioned, 

than when a greater number are uſed. 
Various methods may {till be invented to 
LE defraud at this game; but as our deſign is 
not to contrive the means of cheating, but 
_ 
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to prevent the unguarded from being de- 


ceived, by ſetting forth, in the moſt per- 
ſpicuous manner, thoſe methods already 


made uſe of, we ſhall content ourſelves 


with what we have already ſaid upon this 


game. 
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ESS A T XI 


Containing an Account of the Game of Back- 
gammon, 74 the moſt approved Meihed 
of playing at it, and the Rules of the Game. 


Together with the Artifices and Legerde- 


mains that are frequently practiſed at it. 


: J game is played upon a table di- 


vided into two parts, upon which 


there are twenty four points. Each adver- 
ſary has fifteen men, black and white, to 


diſtinguiſh them. Theſe are diſpoſed of 


thus: ſuppoſing you play into the right 


hand table, two upon the ace point in your 
adverſaries table, five upon the fix point 
in the oppoſite table, three upon cinq 
point, in the hithermoſt table, and five on 
the ſix point 1n your own table. The ob- 
ject being to bring the men round in your 


own table, all throws that contribute to- 


wards it, and prevent your adverlary doing 


the like, are advantageous, and vice verſa, 
Accordingly the jir{t beit throw upon the 


dice is eſteemed aces, as it Hops the fix 
bees point 


— —— — — 
— —— — 
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| point in the outer table, and ſecures the 
cinque in your own, whereby your adver- 
ſary's two men upon your ace point can- 
not get out with either quartre, cinq, or 


ſix. Wherefore this throw is an advan- 
tage frequently asked and given between 
players that are not equally skilful. 


Directions how to carry your men home. 


When you carry your men home, in 
order to loſe no point, you are to carry the 
moſt diſtant man to your adverſary's barr 
point, that being the firſt ſtage you are to 
place it on; the next ſtage is ſix points far- 


| ther, viz. in the place where your adver- 


ſary's five men are firſt placed out of his 
tables; the next ſtage is upon the ſixth. 
point in your tables. This method is to 
be purſued till all your men are brought 
home, except two, when by loſing a point, 
you may often ſave your gammon, by put- 
ting it in the power of two hives, or two 
fours to fave it, I 


IF 


Anat of Gaming. | 183 


If you play to win a hit only, you are to 
endeavour to gain either your own, or your 
adverſary's cinque point; and if that fails, 


by) your being hit by your adverſary, and 
you find that he is forwarder than you, in 
that caſe you muſt throw more men into 
his tables. The manner of doing it is 
thus: put a man upon your cinque or barr 


point, and if your adverſary neglects to hit 
it, you may then gain a forward game in- 


| ſtead of a back game; but if he hits you, 


you muſt play for a back game and then 
the greater number of men which are taken 
up makes your game the better, becauſe 

you will, by that means, preſerve your game 

at home; and you muſt then always endea- 
vour to gain both your adverſary's ace and 
trois points, or his ace and deuce points, 
and take care to keep three men upon his 
ace point, that if you chance to hit him 


from thence, that point may remain ſtill 


ſecure to you. 


At the beginning of a ſet 90 not plays 1 
for a back game, becauſe by ſo doing you 


would play to a great difatvanrage, run- 
ning 


— 
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ning the risk of a gammon to win a ſingle 
hit. | 3 


Directions for playing at ſetting out the 


thirty-ſix chances of the dice, when you 
are to ploy for a gammon, or for a ſingle _ 
—_— 


Two aces to be played on your cinque 


point, and barr point for a gammon, or 
for a hit. 


I wo ſixes, to be played on your adver- 


ſary's barr point, and on your own barr 
point, for a gammon, or for a hit. 


* Two trois, two to be played on your 


cinque point, and the other two on your 


trois point in your own tables, for a . | 


mon only. 


* Two deuces, to be ola on your | 
quatre point in your own tables, and two 
to be brought over from the five men 


placed in your adverſary's tables, for a 


gammon only. 
* Two fours, to be brought over from 


the five men placed in your adverſary” . 


tables, and to be pes upon the cinque 


Point 
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point i in your own tables, for a gammon 


T\ wo fives, to be brought over from the 


five men placed in your adverſary's tables, 


and to be put on the trois point in your 


own tables for a gammon, or for a hit, 


Size ace, you are to take your barr point | 


for a gammon, or for a hit. 


Size deuce, a man to ve brought from 
the five men placed in your adverſary's _ 


tables, and to be placed on the cinque 


point in your own tables, for a gamimons 


or for a hit. 


Six and three, a man to be brought wand 


your adverſary's ace point, as far as he 
will go, for a gammon, or for a hit. 


Six and four, a man to be brought from 
your adverſary's ace point, as far as he will 


89, for a gammon, or for a hit. 
Six and five, a man to be carried from 
your adverſary” s ace point, as far as he can 
go, for a gammon, or for a hit. 
Cinque and quatre, a man to be carried 
from your adverſary's ace point, as far as 
he can So, for a gammon, or for a hit. 


Cinque 
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Cinque trois, to make the trois point in 
your table, for a gammon, or for a hit. 
Cinque deuce, to play two men from the 
five placed in your adverſary” 80 _ for 
a gammon, or for a hit. ” 

Cinque ace, to bring one man em | 


| the five Placed in your adverſary's tables 


for the cinque, and to play one man down 
on the cinque point in your own tables for : 
the. ace, for a gammon only, 
Quatre trois, two men to be brought 
from the five placed in your adverſary's 
tables, for a gammon, or for a hit. 
Quatre deuce, to make the quatre point 
in your own tables, for a gammon, or for | 
a hit. | 
* Quatre ace, to play a man from the ö 
Give placed in your adverſary's table for the 
quatre and for the ace, to play a man down 
upon the cinque point in your own tables, 
for a gammon only. 
Trois deuce, two men to be . 
from the five placed in your adverfary's 


tables for a gammon only. 


Trois 
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Troice ace, to make che cinque point 
in your own tables for a n, or for 


a hit, 


five men placed in your adverſary's tables 


for the deuce; and for the ace to play a 
man down upon the cinque point in your 


5 own tables for a Sammon only. 


3 1 how to play the chances that are 


marked thus (* ) when you are only to Play 


PLS a hit, 


Two trois, two of them are to be played 
on your cinque point in your own tables, 


and with the other two you are to take the 


quatre point in your adverſary's tables. 
+ Two deuces, two of them are to be 


played on your quatre point in your own 
tables, and with the other two you are 


to take the trois Point in your — 8 
1 


The two foregoing callh are to be played 


in this manner, for this reaſon, viz. that 
thereby you would avoid being ſhut up in 


* Deuce ace, to play one man Hom the 
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your adverſary” 8 tables, and have che chance 
of throwing high doublets to win the hit. 
Iwo fours, two of them are to take 
your adverſary's cinque point in his tables; 
and for the other two, two 1 men are to be 
brought from the five placed i in = ad- 
verſary's tables. 
. * Cinque ace; play the cinque from 
the five men place d in your adverſary's 
tables, and play the ace from your adver- 
ſary's ace point. 
2. Quatre ace, Fm the quatre from 
the five men placed in your adverſary's 
tables, and play the ace from the men on 
your adverſary's ace point. 
7 £3- Deuce ace, play the deuce from 
the five men placed in your adverſary' 8 
tables, and play the ace from your adver- 
ſary's ace 5 


Some obſervations, hints, and cautions, 
which are to be attended to. 

By the directions given to play for a 

gammon, you are voluntarily to make 

| ſome_ 
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ſome blots, the odds being in your favour 
that they are not hit; but ſhould it fo 
happen, that any blot is hit, as in this caſe 
you will have three men in your adver- 
. fary's tables, you muſt then endeavour to 
ſecure your adverſary's cinque, quatre, cr 
trois point, to prevent a gammon, and 
muſt be very cautious how you ſuffer your 
adverſary to take up a fourth man. | 

Take care not to croud your game at 
any time, if poſſible. What is meant by 
crowding a game, is the putting many 
men either upon your trois or deuce point 
in your own tables; which is, in effect, 
loſing of thoſe men, by not having them 
in pier, - | 

_ Beſides, by crouding your game, to- at- 
tempt. to a ſave. gammon, you are often 
gammoned; becauſe when your adverſary 
finds your game open, by being crowded 
in your own tables, he may then n ploy his 
: game as he thinks fit. 
If you are obliged to leave a blot, by 
recourſe had to the calculations for hitting 
it, you will find the chances for and againſt 
Foun 
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you; and conſequently you will hi enabled | 
to judge how to play your game to the 


greateſt advantage. 
You will allo find by the calculations, 


the odds for and againſt you, on being hit 
by double dice, and conſequently, you 
will have it 1n your power to chuſe ſuch a 
method of play as is moſt to your advan- 
tage. 
If it 1s neceſſary to make a run, in order 
to win a hit, and you would know to a 
point which is the forwardeſt, your adver- 
fary or you, take the following method: 
Begin with reckoning how many points 
you muſt have to bring home to your ſize 
point in your own tables, the man that is 
at the greateſt diſtance from it, and do the 
like by every other man that is abroad 
when the numbers of the abſentees are 
ſummoned up, add to them the following 
numbers for thoſe already in your own 
tables (ſuppoſing the men that were abroad 


2s on your ſize point for bearing) namely, 


ſix for every man on the ſize point, five 
for every man on the cinque point, four 
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for every man on the quatre point, three 
for every man on the trois point, two for 
every man on the deuce point, and one for 
every man on your ace point. Do the like 
to your adverſary's game, and then you 
will know which of you is forwardeſt, and 
Ukeheſt to win the hit. 


The Laws of Berl. Cannon. 

1ſt, If you take a man from any point, 
that man muſt be played; the ſame muſt 
be done if two men are taken from it. | 
2d. You are not underſtood to have 
played any man, till you have placed him 

upon a point, and quitted him, 
zd. If you play with fourteen men only, 
there is no penalty attending it, becauſe by 


= playing with a leſſer number than you are 


entitled to, you play to a diſadvantage, by 
not having the additional man to make up 
your tables. 
Ith. If you bear any number of men 
: before you entered a man taken up, and 
which conſequently you was obliged to en- 
"a ſuch men, ſo borne, muſt be entered 
again in your adverſary's tables, as well as 
the man taken up, _ th. I 
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5th. If you have miſtaken your throw 


alter it, unleſs both parties agree to it. 


As this game is played with dice, it will 
naturally occur to the reader that when any 
foul play is put in execution, it mult be by 
means of the dice to favour ſuch throws as 
are wanting; for inſtance, in caſe you are 
taken up, and all your adverſary's points 
are made in his table, except one, it will 
be neceflary to throw that particular num- 
ber, in order to enter. A connoiſſeur then 
will perform this, either by ſecuring a die, 
or having a loaded one ready to ſubſtitute. 
Again, when you come to bearing your 
points, as all high throws certainly tell, a 
connoiſſeur will each time ' ſecure a fix or 
five, .or if occaſion requires it, doublets. 
It is well known that dice are plumbed to. 
run high or low, as the ſtate of the game 
requires: others for doublets, and fo on. 
Changing the dice, it is true, is a danger- 
ous operation, in caſe of detection; but 
the unwary do not ſuſpect, and an expert 

5 5 con- 


and played it, and if your adverſary has 
throw, it is not in your or his choice to 
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connoiſſcur will do it without being per- 


ceived. An adept, however, without hav- 
ing recourſe to loaded dice, will cog them 


ſo dexterouſly as to bring his numbers al- 
moſt to a certainty, Whenever this is ſuſ- 
pected, the only method is to bar the 


throw, which may be done without giving 


offence. It 18 therefore neceſſary for a 


player who is deſirous to avoid being de- 
frauded, to keep a conſtant eye upon his 


adverſary's hand with which he ſhakes the 
box, otherwiſe he may catch one of the 
dice with his fore-finger, as 1s often done, 


and land it (as the phraſe is) with ſuch a 
number uppermoſt as he pleaſes. What 


has been here ſaid will be ſufficient to put 
the fair player upon his guard againſt the 


impoſitions of the dice, | which is all that is : 
to be dreaded at this game, as the reſt muſt 


depend upon ſuperior judgment; and it 
cannot be ſuppoſed that any player who is 
the leaſt judge of the game, will let his adver- 
ſary mark his points wrong, or take up the 
dice before he has obſerved the throw. 
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EAECULATIONS. 


OW my points upon the hey Gx- 


chances? 

AN s WE R. RE: . 
2 Aces — — 5 
2 Deuces — * 

2 Trois — 12 
2 Fours — 16 
2 Fives — 20 

2 Sixes — db. 
6 and 5 twice — 20 
6 and 4 twice — 20 
6 and 3 twice — . 
6 and 2 twice — 16 
6 and 1 twiſe - 14 
5 and 4 twice — ö 
5 and 3 twice — 16 
5 and 2 twice — 14 

5 and 1 twice — 1 

4 and 3 twice — 14 
4 and 2 twice — 52 
4 and 1 twice — 10 
3 and 2 twice — 10 
3 and I twice — 8 
2 and 1 twice — 6 

| * 3 . points. 


Divided by 10 1746 3 


6 


294 
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294 divided by 26, ſolves the queſtion; 


by which it appears, that one throw with 
F — you may expect to marow 8 upon 


VO dice. i 


I would know how many chances there 


are upon two dice? 
The anſwer | is 36, which are as follow: 


2 Sixes — 
2 Fives | — 
2 Fours — 
2 Deuces | — £ — 
* 2 ACCS — — 
6 and 5 twice — 
6 and 4 twice 
6 and 3 twice 
6 and 2 twice = 
6 and 1 twice 
5 and 4 twice 
5. and 3 twice 
3 and 2 twice 
* '5 and 1 twice 
4 and 3 twice 
4 and 2 twice 
4 and 1 twice 
2 and 2 twice 
* 3 and 1 twice 
* 2 and 1 twice 
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Becauſe a learner may be at a loſs to 
find out by this table of 36 chances, what 
are the odds of being hit, upon a certain, 


or flat 88 let him take che ollowing u me- 
thod. 


i 


E X A M „ 
To know the odds of being hit upon an 


Look in the table, n you will 650 


0 — * 

* 6 and 1 twice — 2 
* 5 and 1 twice — _ = 
g and 1 twice — 1 
* 4 andi twice S . 
* 2 and I twicſe — 5 2 
Total 11 

Which deducted from 36 


— — 


The remainder is 25 


By this method it appears, that it is 2 3 
to 11 againſt ln an ace, upon a certain 


or flat dice. 
The like method may be taken wich any 


other flat die, as you have en with the 
ace. 


"2 1 would | 
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F 
x weld know what are the odd: of ente bi 
ing a man upon 1, 2, 3, 4; or 5 Points? L 
Anſwer. — "Reduced 1 
| | or againſt e 9 
2 upon 1 point i 15-11 tO 25, or about 4 t09 
8 J upon 2 Points 20 16 3 4M 
£4 upon 3 points 77 — | 
,o [upon 4 points T2 * 8 
K upon 5 points 35 1K 452 


I would knon what are the odds of hit: 
Kink with any chance, in the reach via 
ſingle dic? 


33 8 


was ä — 3 — WN pe 4 
5 hk - 9 


CC or about 4 to 9 
upon : 12 2441ů 2 
2 upon 3 14 22 — 2 
5 f en! i; 1 3 
2: + upen 5: 1.5 21212 

(upon „ 19 — 8 92 i 
I would know what are the odds © F hit- \ 
ting with double dice? which are as follow: _ | 
ſupon 7 is 6 to 30 or about 1 to 5. i 
„ open $+: 6 3d 08 
i upon -9 5 re Eu. I 9 
ene 33 ns 
, Pong; , - 134: x. 30 

(upon 12 or 26's 136 — 11 
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To explain farther to a learner how to 
make uſe of the table of 3 6 chances, when 


«Lata 


N 
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at a 1005 to lind the odds of being hit upon 
any certain or flat die, this ſecond example 
15 here added to fhew how to find by that 


table the odds of being 


hit upon a 6. 


des 3 1 
2 Trois — 1 
2 Deuces — 1 
and 5 twice —— 2 
6 arid 4 twice mn 2 
© and 3 twice — * 
6 and 2 twice —_— 2 
6 and 1 twice — 2 
5 and 1 twice — 2 

4 and 2 twice —— 2 

17 


Which deducted from 36 


232 — cn 


n TE 18 1 9 


By the foregoing example it is evident, 


a 6. 


that it is 19 to 17 againſt being hit upon 


The odds of 2 love is about 5 to . 


and of 2 to I 
and of 1 love 


"2 00 I: 
5 340-2, 
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Containiug 22 en the Game of ALL 
Fours as ibis uſually played, and the Al- 
vantages bas eg be laben, and Li nelſes 
that may be introduced by thoſe who nader- 
Sand toe Man dE CS Us the Cai as. 


THE RE are three principal cards 
4 this game, which are ace, 1 
and” deuce of trumps; the ace reckor 
firſt, as higheſt, the deuce next, as loweſt, 
jack or knave, as third, and what is 


cailed the game, as fourth and laſt; from 


whence the game e e itz name of All- 


Fours. 5 
What is meant by the game as fourth, is 
the majority in number after you have 
Played your cards, reckoning any ace as 
tour, any king as three, any queen as two, 
any knave as one, and the tens express 
themſelves, by counting for ten each. At- 
ter cutting for deal you muſt deal fix cards, 
three by three, and turn up the thirteenth 
card for the trump. If then the eldeſt of 


Ka = 
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hand does not like his cards, he is at liberty 
to beg, that-is, to have three more dealt to 
him: in cate the tramp is the ſame as was 
the Jaſt, the dealer muſt keep dealing on 
till it is changed; if in the courſe of deal- 
ing a knave is turned up for the trump 
card, it reckons for one. Then the elder 
hand proceeds to play a card, which, unleſs 
he has the ace, king, or queen of trumps, 
ſhould be a ſmall one, in order to throw 
the lead into his antagoniſt's hand, thereby 5 
keeping the tens, if he has any, for an 
opportunity to make, by being laſt player; 
or if he has the jack of trumps not well 
guarded, he ſhould take the firſt card his 
antagoniſt plays, with it, if he can; and 
then keep playing a ſmall one to him again, 
in order to be laſt player, which is a ws 
advantage at this game, 
When the hand cards are played out, 
you reckon for game, that is, the fourth 
point. If you play the ſeverities of the 
game, you mult not look at your cards 
upon this occaſion, but muſt mark your 


game according to the or of your re- 
| mem- 
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_ memberance : if you mark a point for 
game when you have it not, your antago- 


niſt takes the advantage, and ſcores up All- 
Fours to his ſcore, but generally no more 
than one point, according as it is agreed 


upon. The only judgment of this game 


conſiſts in playing your cards well, io as 
to make your tens, aces, kings, &c. and 
thereby gain the game point, which | is a 


very material thing at All-Fours, as the 
game, for the ſtake, ſeldom exceeds eight 
or ten points, according as you make it be- 


fore you begin to play; all the reſt de- 


pends upon chance, that is, if the game is 


played fair; for which reaton, various are 
the methods of cheating at this game, in 
order to ſecure the ace, deuce, jack, or 


any of the capital cards, to make the moſt 


points. Of theſe methods we ſhall now 
give ſome account, and endeavour to ex- 
I lain them in the beſt manner we Can, - 


Firſt then, the moſt unſuſpected advan- 


tage a player may have over you, is by 
having an accomplice to look over your 


hand of cards, pretending at the fame time 
— kg | to 
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to back you, while he gives your antago- 
niſt, who is to win, ſuch ſigns as will de- 
note to him every card in your hand, which 
may be eaſily done by fixing ſuch a fign 
for any particular card : for example, by 
taking ſnuff, or touching any particular 
button with a particular finger, or fingers 
themſelves, either of theſe is ſofficient to 
ſhew any card you have in your hand to 
your antagoniſt, by which means he can 
play his carts accordingly, and thereby be 
almoſt ſure of winning in' the long run. 
Wie have, however, ſeen chance prevail to 
ſuch a degree, that the dupe has held, by 
accident, ſuch great cards as to prevent N 
his adverſary's winning by the means of 
| Pgns only; but chis immoderate luck can- 
not hold. The only thing the connoiſſeurs 
have to fear when they play deep is, being 
| Kript before their luck turns, or rather ug 3 
fore the cards run equal; for equality of 
cards 18 ſufficient to win the Bank of Eng- 
land, with the aſſiſtance of ſigns only. 
The next method of cheating is what 


orten 18 Practise ed WHY out detection, which 
13 
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is what they call the after game. The 
cards are dealt ſeemingly as uſual, but by 
the art of ſhuffling, three capital cards are 
contrived to be taken in, in caſe you beg: 
this may be done by a very ſimple ma- 
neeuvre, whilit the cards are putting toge- 
ther, in order to ſhuffle them, that is in 
caſe you neglect mixing them yourſelf; ace, 
deuce, and knave being the three principal 
cards, they may be ſnatched up impercep- 
tibly, with an indifferent one of the ſame 
ſuit for the trump card, which being placed 
underneath theſe three, make four in num 
ber; by a turn in ſhuffling thele may eaſily 
be conveyed to the top of rhe pack; when 
they are ſecure, with any three cards over 
them, you cut the cards, and by his ta- 
king up that parcel which remains on the 
table to deal with, as if to avoid trouble, 
as a few only are required in the deal, the 
other parcel which was cut off remains un- 
touched; as ſoon as the trump card is 
— turned up, this parcel is put oppermoſt 
with the trump card; this is done in ſuch 
manner as may not be obſerved by the 


adverſary, | 


— 


* 
* 
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adverſary. Tf you then beg he d eals | on, | 


| and conſequently gets the three capital 


cards to himſelf, by which means he may - 

make All-Fours. - | 
Many dexterous at the ſlip keep the par- 

cels together after they are cut ſo imper- 


| ceptibly as to deceive the ſharpeſt eye, 


till they turn up the trump, and then ſlip 
them for the after- game. If you take care 
to mix them well yourſelf, this cannot be 
done but by marking the four principal 
cards, in order to find them out in ſhuff- 
ling, as the dealer has an undoubted right to 
ſhuffle laſt, There are however two acci- 
dents that may impede the after- game; 
the one is when the cards happen to be 
cut too low, and the other, when the firſt. 
trump is of the ſame ſuit with that the 
aſter-game is made for. 
We have ſcen ſome very expert hands, 
who, by dint of marking and ſlipping, have 
dealt themſelves ſuch a und as could very 
well afford to give one when you begged. 
This is what they call reducing it to a cer- 
tainty. | 


By 
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By marking the tens only we have ſeen 
ga man cut up, as the phraſe is, without 
being the leaſt ſuſpicious of the cauſe, 
knowing what tens you have in your hand 
being a great pull, eſpecially to thoſe who 
play the game well. Some are very dex- 
terous in turning up the jack, which at a 
pinch of the game is a great thing. This 
is done by either ſliping the cards, or palm- 
ing the knave ; however the latter is the 
moſt common. Te, 
Other means are made uſe of by marking 
the capital cards, which may be eaſily ſug- 
geſted from what has already been ſaid 
therefore to conclude we ſhall only obſerve 
that this game is as dangerous as any upon 
the cards, to thoſe who are not greatly up- 
on their guard, 
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ESSAY XIV. 


Containing an Account of the Come of CO- 

MET, commonly called Popt Joan, with 
the Legerdemains and Finaſſes made U Je of 
7 defraud the Ur: vary. | 


2 HIS £ came may ws play ed by any num— 
4 ber of perions not exceeding eight; 

and depends upon the players diveſting 
themſelves of the cards they have dealt 

© > 1 

Whoever plays his cards off firſt wins the 

ga me. The nine of diamonds is the comet 


or the pope, and is the rule at this game 


to begin with that card where you Bare the 
oreateſt ſequence, for example.” 
The eldeſt having the two, three and 
four, but not the five, if he has the cards 

that follow from the fix up to the king, 

he ſhould not begin with the two, three 
and four, without the five; but by playing | 
the fix firſt, he ſays, fix, ſeven, eight, nine, 

ten, knave, queen and king; and by that 
means he plays eight cards, whereas by be- 
ginning with che wo, he could 15 have 
hexen 
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played three: now it is the grand object 
at this game, to play a great number of 
cards; for he that firſt finiſhes his hand, 
by playing all his cards, marks the other, 
for all the points that remain in his hand. 
However, if you ſhould have three two's 
Without a three, and after that your cards 
ſhould follow in tolerable good order, as 
there is no proſpect of your coming in again 
by the two as there are no W below 
N you ſhould begin with that, and ſay, 
two ſans three, or without three; eſpecially 
iR you have any kings, by which you may 
enter again. 
When you have not the comet, and 
have four two's, a three, a four, a five, a 
ſix, a ſeven and an eight ſans nine, and have 
all the other cards, up to and including 
the king; beſides ſeveral queens and as 
many kings, by favour of which you can 
come into play again; you ſhould not be- 
gin with the two, for after having played 
the laſt king, if you have only hs four 
two's, the three, four, five, fix, ſeven and 
eight; b playing che four two's together, 
Fou finiſh b the eight, and by that means 
- regorge 


— —— — — 
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regorge the comet; for the adverſary ſeeing 


ſtill ten or twelve cards remaining, does not 


ſuſpe& that they all follow in ſequence. 


To regorge the comet is to have played 


all the cards, when the comet remains in 


your adverſary's hand. 


When you have your cards of the ſame 
ſort, you ſhould not play them together, 


but when you have cards that are below 
them; and not begin the lead, but with 
ſuch as follow thoſe four, becauſe the ad- 


verſary having none of that ſort, muſt ne- 
ceſſarily enter there; and by that means 


all thoſe that remain below them are hoc IJ 
but you ſhould never play them together 


when you have none of an inferior rank; 


- unleſs the game ſhould be ſo diſpoſed, that 


by playing them you finiſh your hand. . 
As the principal advantage in this game 
is, to finiſh your hand by playing the co- 


met for nine; as it is then paid quadruple, 


and the points are alſo marked quadruple, 


it is proper to remember what cards the 


adverſary has not; for example, ſuppoſe 


the ad verfary has no five, and has only three 


cards, and you have a two and the comet: 
- you 
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you ſhould: then ſay, two ſans three; for if 
the adverſary has no three, you finiſh' by 


the comet for nine; and ſuppoſing he has 
a three, and even a four, they make only 


two cards of the three that he has; he ſays 


three and four ſans five; you croſs him, 


and finiſh by the comet, which is not then 


put for nine; however it is paid double 
and doubles the adverſary s points. 


There is another almoſt certain method 


of finiſning with the comet for nine; which 


is when you know that the adverſary has 


no nine, and ſuppoſe that he has eights, 


vou reſerve the comet by ſaying, three, 
four, five and ſix ſans ſeven, the adverſary 
fays, by playing a ſeven and eight, ſans 


nine, you therefore finiſh with the comet 


for nine. | 
When the eldeſt has played! all the cards 
he has in ſequence, and is obliged to ſtop 


at a card that he has not; for example, if 
he ſays, four ſans five, the other then plays 
a five if he has it: and you mult obſerve, 
that after playing his five, he is not at li- 
| berty to lead what card he pleaſes, for he 
= muſt follow the natural order of the cards, 


Soing 
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going from the der up to the king, which BY, 


is the higheſt card of the game; after which 
he may begin again by what card he thinks 
proper; and you muſt obſerve alſo, that if 


his cards do not follow each other: up to 
the king, for example, if he has no knave, 


he plays down his cards, and ſays, five, ſix, 


ſeven, eight, nine and ten, ſans knave; but 


if che other player likewiſe has no knave, 
in that caſe, he who ſaid ten fans knave, 


1s not obliged to play the queen, which is 
the card above the knave, but he may then 


lead what card he pleaſes. 
He that has two or three kings, may 
play them immediately after one another; 


and he ſhould do it when he knows, that 


there are no more queens. 
You are to endeavour as much as poſſi- 


ble, to get rid of thoſe cards that are the 


higheſt in point, as all the figures, which 


.tell ten each, the tens, the nines and eights; 


for when theſe cards remain in hand, you 


are marked the greater number of points; 


but you are to play them apropos, as they 
may ſerve to croſs your adverſary's play; 


or to bring you into play: that * 


"ON--: 
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on the diſpoſition of the cards which vou 


have i in your hand, and the conjectures you 


are able to make of your adverſary's hand, 


by the cards that have been already played. 


You ſhould alſo endeavour to get rid of 


your low cards, as two's and three's; for 


after a certain number of cards are played, 
it is difficult to enter by a two or a three, 


and you have no longer an opportunity of 
getting rid of them, unleſs you Mould 


have kings, or ſome cards your adverſary 


has not: in that caſe as you enter by what 
cards you pleaſe, you ſhould play the two” 8 

and three's, and other ſmall cards chat you 
may have. 


The comet makes hock every here, 


0 chat! is, he who has it, may in playing his 
cards, employ it for what card he pleaſes; 
for it is king, queen, knave, ten, or any 

other card, according as the player pleaſes, 
and as he finds convenient for his intereſt, 
Obſerve, that after employing the comet 
for a queen, or other inferior card, you 
are not obliged to play the card that imme- 
diately follows it, but may begin again by 
what card you think Proper. 


It 
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of the player who has no comet, is ob- 
liged to ſtop at a card he has not; for 
example, if not having the queen, he ſays 
knave ſans queen; he that has the comet 
may play it for the queen, if it is his in- 
tereſt to croſs the line of the others play; 
and then play what card he thinks proper; 
but if he that has not the comet, plays his 
cards in ſequence, according to their na- 
tural order, beginning with the low cards 
and going up to the king g. he cannot be 
Interrupted by the comet. 
When you finiſh by the comet you are 
paid double, as was ſaid before, and the 
points which remain in the other's hand 
are counted double; for example, if he 
has a queen, a knave, and a five, he is 
counted fifty N inſtead of _— 
five. = 
When you fis by the comet, and it is 
played in the place of a nine, it is paid 
quadruple, and the points are counted the . 
ſame. 
When you have the comet remaining in 
your hand you pay double, and the points 


my have in hand are marked double. 
T1 When 
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When the eldeſt hand runs off all his 
cards, without interruption from the firſt 

to the laſt, that is called making the Opera. 
When you make the opera, the points 
are counted double: and when you make 
the opera by finiſhing with the comet, it is 
paid quadruple, and the Pon are counted 
the ſame. 0 
When you make the opera, by finiſhing 
with the comet for nine, it is paid Bae 
and is augmented according to the number 
of times it has not appeared; and the points 


are counted eight times, this is, if he who 


is the opera, has an hundred points in his 
hand, the player who makes the opera, 
make up eight bundred points. ; 
When you are the opera, and, have the 5 
comet remaining in your hand, you pay it 
double, and your points are counted qua- 
druple. | | 
The carte blanche at this game is worth 
fifty points, and prevents a double opera. 
If the comet is in the hand of him that. 
has carte blanche, it is ; worth an hundred 


points to him. ; 
7 
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= be Method of olaying the game of the bs 
met, by three, four, and five perſons. 


When this game 1s played by three per- 
ſons, each player has twelve cards dealt him, 


and there remain twelve in the ſtock; the — 


two players who have cards remaining in 
their hands, pay down directly to him that 
has played all his cards, the points that are 


in their hands; and he of the two who has 


the moſt points, puts two counters into the 
poul, which at the end of the party be- 
_ longs to him who is the greateſt winner. 
When the two players who have cards 
1 remaining; have exactly the ſame number 
of points, each of them puts one counter 
into the poul. . 
The eldeſt having played ſuch ds as 
are in ſequence, and ſtopping at a card he 
has not, the player on his night; plays it, 
if he has it; and if not the third player if 
he has it, plays it and goes on: if he has 
it not, the firſt player begins again by what 
card he pleaſes. CR 
When four perſons play, each how en 
cards dealt him, and there then remain eight 
for the ſtock, 


1 


So, 
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If there are five players, they have each 


nine cards, and there remain three in the 
ſtock: and in each caſe they obſerve the 
rules of play we have before given. 


Various are the ways of defrauding the 
unwary at this game, firſt then by combi- 


nation; if the cards of one accomplice can 
be made known to the other by ſigns or 


any way elſe, by playing to the cards which 


are known, the confederate can run off his 
cards without any interruption; for ſup- 
| poſe one to have four and five, and knows 
his accomplice has a lx, ſeven, eight, &c. 
by playing the five he gives his Friend an 
opportunity of getting out. There is alſo 


a great advantage in knowing the ſtock 


cards or thoſe remaining after deali ing; for 
by knowing what theſe cards are, the cards 
may be played accordingly, and by theſe. 
means the connoiſſeur can get out before 
any of the company, for example, if a three 


is in the ſtock, the duce may ſafely be 


plwayed and no one can come in, it being a 


ſtop card, and ſo on in reſpect to any other 


cards belonging to the ſtock, By dealing 
the nine of diamonds to one's ſelf which is 


the 
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the comet, and the moſt advantageous card 


at this game, one may be ſure of winning 


in the long run; and this may be done by 


counting the perſons round the table and 
ſnuffling the cards in order to fix the comet 


for to come to the dealer, then when the 


adverſary has cut the cards, they muſt be 
reinſtated by that uſeful manceuvre called 


the ſlip, or if the accomplice happens to be = 


the perſon to cut, the dealer then can make 
a nick or what is termed a bridge for him 


to cut into, which will anſwer the ſame 


end; but the greateſt advantage of any at 
this game is to deal one's ſelf or accomplice 
ſequences, and court or figured cards in- 
cluding always the kings; this would make 


it a certainty of winning by getting out | 
the cards in hand. In ſhort by combina- 
tion and ſigns there are many ways of de- 


frauding at this game, by ſhuffling and 


flipping the cards when all alone, the ſame 
may be accompliſhed, eſpecially when the 
player is, what they call, a good operator. 
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